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Play more than just PlayStation games? Whatever 
your favorite flavor of digital entertainment is, you'll 
be able to find out more about it here. 


If you want to see the games we write about in 
motion, then stop on by for video coverage, devel- 
Oper interviews, exclusive content, and more. 
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TRY BEFORE YOU BUY 


This is why we like playable demos: Before 
actually getting to play Mortal Kombat: Shaolin 
Monks, we thought it would be another Spe 

jal Forces, or worse. But after playing it, we're 
actually sorta digging it. Huzzah for hands-on! 


PLAY IT 


ALSO CHECK OUT 
Don't overlook the 
deliciously gruesome 
inside-the-game feature 
on Mortal Kombat: 
Shaolin Monks. 


WATCH IT 


AND DON'T miss 
The trailer for Hitman: 
Blood Moneyis incredi- 
bly dramatic, and shows 
off some of Agent 47's 
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How cruel is it that this 


demo doesn't actually show 
you the fatality you learn 


how to do? Still, it’s a nice 
big demo with multiplayer! 
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OUR HEART'S DESIRE 


You love RPGs. We know this because of the mounds of mail we received 
either giving us praise or grief for our choices in August's 20 Essential 
RPGs. (Maybe Chrono Cross and Suikoden should have been included— 
we give!) But one choice can’t be argued: Kingdom Hearts, the amazing 
Squaresoft creation that brought Disney into a bona fide RPG. Which 

is why it does our hearts proud this issue to focus on one of our most 
anticipated titles of 2005, Kingdom Hearts Il. OPM heartthrob Scooter gets 
to the heart of the matter with an exclusive first look. 

Speaking of anticipated titles, while all the focus at this year’s E3 
seemed to be on the PS3, there were actually more than 150 PS2 and PSP 
games either shown or announced for this year. Check out the lineup 
in our giant fall preview, starting on page 32. 

Finally, you might notice Japantown has a new look. We've expanded 
the column, renamed it J-Town, and devoted it to the gaming news, prod- 
ucts, and events that are unique to Japan. Enjoy. 
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Sony Computer Entertain- 
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magazine and is pub- 
lished by Ziff Davis 
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exclusive agreement. As 
such, the Official US. J 
PlayStation, has a headache from 
Magazine (OPM) remains) organizing the fall 
independent from SCEA. games preview. That 
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system by delivering the| —_ play all the games. 
most current, compre-| Where will she find a 
hensive, and candid cov spare five months? 
erage of PlayStation soft- 


soaked up a week's 
worth of sun in Los 
Cabos, Mexico, on his 
honeymoon. He came 


is a sad clown. He 
wants to know why 

his PSP is sitting alone 
outside, at the mercy of 
the elements and the 
Creatures that lurk in the 
forest. An owl should 


has thrown his hat into 
the ring for the job of 
penning the screenplay 
back eager to work... for the upcoming block- 
which was quickly buster Kingdom Hearts 
beaten out of him during Vil, which is slated for 
deadline. Now he’s hud- _release in 2008 and will 
died in a corner, whim- serve as a star vehicle swoop down and pick 
pering, “La cuenta, por for both Jake Lloyd and it up. That'd be totally 
favor,” over and over. Keira Knightley. badical. 


ware and hardware . 


i 


discovered, after firing likes cake. No, you don’t 
up the Burnout Revenge _ will possibly have understand. She really, 
in particular. He is also disc we got this month, become really famous by _really enjoys cake. Espe- 
amazed at how often he that he has superhuman the time you read this (as cially chocolate cake. 
catches the time 11:110n —_ powers of perception a result of undisclosed She likes cake so much 
the clock. Is there some and unnatural reflexes. events). In fact, he may that she devoted most of 
sort of secret meaning How else can you not have to worry about her column this month to 
here? What does it all explain his ability to living in constant fear the subject of sweet, 
stand for?! Is this the dodge all the cars he’s ever, therefore he shall spongy, chocolate cake 
code to unlocking the supposed to hit in traffic be free...and so will be with deliciously creamy 
universe? attack mode? your soul. frosting. Really. 


is fascinated with num- 
bers lately, 1, 2,3, and7 


Official U.S. PlayStation Magazine (ISSN #1094-6583) is published monthly by Ziff Davis Media Ine., 28 East 28th Street, New York. NY 10016. Periodicals Postage Paid at New York, NY 10016 and additional mai 
ing offices. Ride Along enclosed in all U.S. copies. Single-issue rate: S%.99. Subscription Rates: One Year (12 issues and 12 demo discs) $49.57 U.S. $65.97 all other countries. Ride along enclosed. POSTMAS- 
TER: Send address changes to Official U.S. PlayStation Magazine, P.O. Box $5362, Boulder, CO 80322-5362. For Subscription Service Inquiries cal us at 800-627-6458 US. and Canada, of 303-604-7445 all other 
countries. Fax us at 850-683-4094 U.S. and Canada, or 303-604-0518 all other countries, or visit our subscription website at service playstationmagazine com, Back Issues: Back issues are $8 each in the US, $10 
‘each elsewhere (subject to availabilty), Prepayment is required, Make checks payable to Offical U.S. PlayStation Magazine. Mail your requests to: Back Issues, Zff Davis Media nc. P.O. Box 53131, Boulder, CO 
80322-3131. Mailing lists: We sometimes make lists of our customers available to mailers of goods and services that may interest you. If you do not wish to receive theit mailings, please write to us at: Official 
U.S. Playstation Magazine, P.O. Box 55362, Boulder, CO 80322-5362. Copyright © 2005 Ziff Davis Media Inc. All Rights Reserved. Official U.S. PlayStation Magazine is a registered trademark of Ziff Davis 
Publishing Holdings Inc. Without limiting the rights under copyrights reserved herein, no part of this publication may be reproduced, stored in or introduced into a retrieval system, or transmitted, in any form, 
‘or by any means (electronic, mechanical, photocopying, recording, or otherwise) without the prior written notice of Ziff Davis Media Inc. The editors and publishers are not responsible for unsolicited materials. 
For permission to reuse material from our publications or websites, or to use our logo, contact Ziff Davis Media's Rights and Permissions Manager, Olga Gonopolsky, at permissions@zifidavis com. For article 
reprints and e-prints, contact FosteReprints, 866-879-9144. TM & © for all other products and the cha 

magazine are subjec to change and the publisher assumes no responsibilty for such changes. The Canadian GST repisration suber is 14049 6720 RT. Publications Mail Agreement No. 40008221. Return 
Undeliverable Canadian Addresses to PO Box 503, RPO West Beaver Creek, Richmond Kil, ON LaB ane. Printed in the USA. 


12”0PM September 2005 


3 ZIFF DAVIS | 


Editor-in-Chief 
Managing Editor 
Senior Editor 


‘Ant Director Ry 
Assistant Art Director 
Disc Producer 
Editorial Con 


Copy Chiet 

Copy Editors 

Senior Production M 

Production Manager 
tant Production M. 


President 
Editorial Director 
ative Director 


Vice President of sion & Business —— 8 


Consumer Marketing Director of Retail Sales W 
Editorin-Chiel Sam K 
Director of Technology 


[ETAL Ae IIS | 
ce President of Sales 
Senior Director of Advertising Sale: 
NORTHWEST 
Regional Sales Direc 
Executive 
SOUTHWEST 


Senior Director of Consumer Ad 
count Executive 

AUTOMOTIVE ACCOUNTS DETROIT 
Regional Sales Manager K Sf 
Senior Advertising Coordinator 
Advertising Coordinator 
Administrative Assistant 

Sales Assistant Tit 


Mai ‘oordinator 


Chairman & CEO R 
President & COO Bart W 
Chief Financial Officer 
ial Director M 
President, General Counsel & Secretary 


Director of Corporate Communications Fa 


FoR CENTURIEN TNE DARKWATCH nas 
PROTECTED THE WORLD FROM EViL. 
Now, AS JERICHO, CROSS, YOU MUST JOIN 
Pruis SECRET SOC Y TO SAVE KUMANITY... 


Finn YOURSELF. 


v= 
Si Player; Sto e 
ite oasis 


Your Decisions Set You on.a Path 
OAT CTT —— 


4 
AVast Arsenal of Powerful Weapons-Each =~ 


With an Intense “a Melee Attack 


A 


DEATH FEARS THOSE WHO WEAR THE BADGE. 


2 ~PlayStation.e XK ive @HIGHMOON (AN XO) i 


16 PLAYERS ViA XBOX Live ¢ JOIN US AT DARKWATCH.COM 


i" 
Aucust, 2005 


©2005 High Moon Studios, inc. All Rights Reserved. Published and distributed by Capcom Entertainment, Inc. CAPCOM and the CAPCOM LOGO are 
registered trademarks of CAPCOM CO., LTD. DARKWATCH and all related trademarks are trademarks or registered trademarks of High Moon Studios, 
Inc. or it's affiliates. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, Xbox Live 
the Live logo, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries 
and are used under license from Microsoft. The ratings icon is a registered trademark of the Entertainment Software Association. All other trademarks 
are owned by their respective owners. 


satay 


sire 


CONTACT OPM 
Snail Mail 


101 Secand Stree 


San Francisco, CA 


Isn't it just a little peculiar how Sony is pushing the whole Spider-Man thing these days? 


SONY 


Not only does the current “batarang” design of the PS3 have the Spider-Man font on its 
faceplate, but one of the first things that Sony showed running on a PS3 at E3 was a 3D 
model of Alfred Molina, who played Doctor Octopus in Spider-Man 2, the same film which 
Sony shipped a million copies of at the North American launch of the PSP. What could this 
all mean? With a little research | found that Spider-Man 2 is on Sony's own label, Sony Pic- 
tures. So, what are some other Sony licensed movies that they could relate to the PS3? 

How about a Stone Cold-themed PS3, with that dashing Tom Selleck’s mug on the 
front? Or what about a blood-red Underworld-styled PS3, with a little patch of shag carpet 
on the top, for the furry were-beast in all of us? 

The point I’m belaboring is that, if we look at the most celebrated games on Sony's 
hardware, we see that it’s the original titles (God of War, Lumines, Burnout 3) that are 
really making a significant mark on the gaming world, not the ones constricted to a movie 
license. So what, just exactly, is up with that whole Spider-Man thing? 


PSP GOING SOFT? 

Sony seems to have a serious problem on 
hand with the PSP. You see, if it REALLY 
wants to beat Nintendo in the handheld mar: 
ket, it needs something called GAMES! Sure 
there was a great launch lineup, but now I’ve 
been waiting for months for something new 
to come out. Especially NOT ANOTHER DRI 
VING GAME! Then you have the ridiculously 
overpriced UMD movies. It seems there are 
more movies coming out for this system than 
there are games—what the hell's with that? | 
mean, we can put our own movies on our 
PSPs and at a fraction of the cost! | seriously 
hope somebody gets the ball rolling here 
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because the only decent-looking nondriving 
game coming down the pipeline is Daxter. | 
can also watch my Killzone 2 movie only so 
many times! | truly hope this cool machine 
doesn't get overlooked because of all the new 
hardware getting ready to launch. Right now, 
a five-year life span doesn’t bode well for this 
little unit! 

Dan Meloche 

via e-mail 


GAMERS 
ARE TALKING 
ABO 


STRAIGHT FROM THE OPM 
MESSAGE BOARDS 


PSYCHO CIRCUS 

The Internet is all aflutter with impres- 
sions of the excellent Psychonauts, with 
folks popping out of the woodwork to 
trumpet the qualities of what's being per- 
ceived as an underappreciated game. 

Looz got the ball rolling on our mes- 
sage boards by saying, “This game is 
absitively, posolutely the craziest, most 
hilarious game of the past few years. It's 
simple platform fun. When | play it, | 
can't help but think about the old 
Crashes, Spyros, and Gexes of the first 
PlayStation.” 

Fox-Brutus displayed his adventure- 
game cred, saying, “No one should really 
be surprised that the game is friggin’ 
hilarious—well, no one who played the 
Monkey Island games.... Oh wait, that's 
just me.” 

“It's the writing and voice acting that 
makes the game stand out,” said Master- 
Sauce. “It’s definitely worth a rental.” 

And ¢_strife97 concurred, saying, “The 
actual gameplay is pretty standard, but 
the writing and production really make it 
an awesome game.” 


OH BOY, BOOBS! 

Up sprang a fairly surprising thread 
about The Guy Game being discontinued 
due to its inclusion of a 17-year-old girl 
shown in dishabille. 

Oralb808 defended the game, saying, 
“The time | rented [it] | had fun with it. 
Interesting trivia, stupid hilarious com- 
ments by college sluts, entertaining mini- 
games, breasts...the game had it all.” 

JustinCredible1 was a bit more 
incensed. “I'm 22,” he said; “I'd like to 
play games that aren't Barney's Super 
Lame Adventure. | think censorship is 
f***ing bulls***. They could have easily 
edited out the 17-year-old instead of 
being pansy asses about it.” 

From a more pragmatic (though no 
less foul-mouthed) standpoint, Mulletli- 
cious said,”|f this was censoring some- 
thing | actually gave a flying f*** about, 
ie ogo) ey le) melee Ulli: il 

But it was ohJTBehaaave who may 
have unearthed the real reason for the 
supposed ban: “I'd say snag a copy now 
if you can, because its value is going to 
keep going up—an eBay gold mine.” 

Finally, Fox-Brutus closed the thread 
by saying, “Girl under 18, naked on 
video...doesn’t that constitute underage 
pornography? Should some of you be 
defending underage pornography?” 


FIRST EVER SQUAD-BASED RACING 


You're breaking the DRAFT when you see a 
massive wreck beginning in front of you 


You tell your teammate to get on your tail 
and FOLLOW you through the pile-up. 


You call your team to PIT so they can 
help you keep your track position. 


A split second before your car slams into 
the wall, you use the real time SWAP feature 
to jump into your lead teammate’s car and 
race flat-out for the checkered flag. 


CALL 1-877-LITL-HELP TO HEAR YOUR TEAM. 


ss YOU ARE NOT ALONE. 
a PlayStation.c 


A Live 
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ONROL 


Tell us what you think of your favorite 
PlayStation mag in the the 2005 Official 
U.S. PlayStation Magazine Editorial Study. 
It'll only take a few minutes, and upon 
completion you'll be eligible to win a $300 
American Express Check, redeemable 
practically anywhere. Just go to 
gamersvoice.1up.com and survey away. 
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PLLLLILSI LIS, 
CORRECTION 


In the review of the 
Constantine DVD, the 
comic the film is ba 
on was incorrectly 
called Hellraiser, when, 
as everyone knows, it's 
ctually Hellblazer. 
Sorry about that 


4 


DISCOUNT THIS 


Q| just found /co for $17.99 at EB Games. 
On a scale of 1 to 10 how cool is this find? 
Dylan Banks 

vie e-mail 


A Two, as in the number of dollars you 
saved off the list price. Get back to us when 
you find it for $9.99. 


| LOVE THE HADES 


Q1 was playing God of War when | noticed 
something that did not sound right. In the 
Opening scene, when Kratos is on the boat, 
he yells, “Foul beasts, | will send you back 
to the depths of Hades!” Now shouldn't that 
be back to the depths of hell, or perhaps the 
underworld. Maybe | don’t know as much 
about Greek mythology as | thought | did, 
but isn’t Hades the ruler of the underworld? 
name withheld 

via e-mail 


A In Greek mythology, Hades is the name 
for both the world of the dead and its ruler. 
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FORCE FEEDBACK 
Everyone knows that the original Star Wars is 
an incredible starting point for a videogame. 
That is, everyone EXCEPT LucasArts. Yes, 
you gave us cases of Starfighter games. Yes, 
you gave us more pod-racing games than 
any one of us asked for. Every once in a while 
you hand us a few Jedi games, and who 
could forget Battlefront, and as of late, Lego 
Star Wars? Well, it’s getting old 

George Lucas has made more money on 
PEZ dispensers than original Star Wars 
games. And it's a crying shame. Everyone 
seems to cater to the new movies, and it’s 
high time someone at LucasArts realized that 
the only Star Wars films anybody really loved 
were the originals. All we're asking for is an 
honest playthrough of the first three movies, 
with the characters we know and love 
GerNay3@aol.com 
via e-mail 


BARGAIN HUNTER 

| don’t get what the big deal is with the next 
generation games costing any more than 
they did before. The only morons PAYING 
that hefty initial price are the impatient and 
the wealthy, both of whom would do well to 
part with their money. It might teach them a 
lesson. Someday. 

In any case, | haven't paid more than 
$19.99 for a game since....well, | don’t know 
when. | don’t HAVE to make some big 
budget disc spin inside my hardware of 
choice the DAY and MOMENT it comes out 
| do not live a sad and desperate life wherein 
Snake and Leon Kennedy are my only 
friends and we all get together on Fridays 
and pine for Lara Croft. I've got other things 
to do, like work and blog and see friends and 
travel and (believe it or not) touch my real 
live girlfriend 


WIRELESSLY WIRED 

Q | own the old PS2 with the USB ports 
still on it. Is there any way to get a net- 
work adapter but attach a wireless USB 
device to get a signal from my hot spot? 
Mr. Pants 

via e-mail 


A Yes and no. You can’t use a USB device, 
but look for a “wireless Ethernet bridge” or 
“wireless access point”; these products 
allow any device with a wired Ethernet con- 
nection (like your network adapter) to con- 
nect to a wireless network. 


SOUND ADVICE 

Q Will PS1 and PS2 memory cards work 
on PS3? | don’t want to lose access to my 
save files! 

Chad M. Harris 

via e-mail 


A It doesn't look like it, but don’t fret; it's 
likely someone will come up with a way to 
transfer files via Flash drive or something. 


So whenever I get around to finding that 
title for my savory price point of less than 
$20, | pick it up and enjoy it just as much as 
the dolts who paid three times that much for 
the same experience. Quit crying, babies 
Mark Buckingham 
via e-mail 


GODS AND MONSTERS 

On page 83 of Issue #95 you said Hercules 
was not a god. Hercules became a god after 
his mortal life ended 

Cody Kadrmas 

via e-mail 


ONE FOR THE BANANA 

All | hear is how Sony's new PS3 controllers 
look like crap. They've been referred to as 
bananas, boomerangs, and countless other 
unmentionable objects. Seriously though, 
would Sony really screw us loyal customers 
over like that? Everyone complains about 
how the new controllers will feel, but | have 
faith in Sony to make them work. Anyone 
stupid enough to let how the controllers look 
affect which next-gen system to buy has no 
mind of his own and only listens to the hype 
in the media. | don’t care how the controllers 
look because nobody plays videogames look- 
ing at the controller. 

Nate Meyer 

via e-mail 
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of Fame 
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immerse yourself. 


dvd picture quality * widescreen presentation ¢ full length feature 
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169 GAMES ARE HEADED YOUR WAY 


FALL FRENZY... 


64 


CALENDAR 


The month for you and your PS2. 

P&S3 PARTY 

Zombies, hobos, and more dish about the games 

and technology of the next generation. 

ZOE FLOWER 

Who wants cake? 

WATCHDOG 

Love handles getting out of hand? Perhaps the doctor will 
recommend the purchase of a PS2. 


J-TOWN 
How to make your own PSP game, plus other news on 
what's up with our friends in Japan. 
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THE POWER OF SOFTWARE 

During the week of April 18, the Japanese market saw 
the release of two newly colored DS units, as well as 
the release of the pet simulator Nintendogs. That week, 
96,191 Nintendo DS units were sold, compared to the 
PSP's 33,004 units. In fact, the DS sold more units in 
that week than the PSP, Xbox, PS2, GameCube, Game 
Boy Advance, and GBA SP combined. 


s WHAT'S UP WITH THE PSP? 


= 


mazing how the perception of Sony’s PlayStation Portable has 
changed within a matter of months. “The PSP will elevate portable 
entertainment out of the handheld gaming ghetto,” said Kaz Hirai, 
president of Sony CEA, at the Consumer Electronics Show earlier this 
year. “The PSP is full of innovation far superior to anything on the 
market today. Just as the PlayStation in 1995 revolutionized gaming 
and the way our industry does business, PSP will serve as the dis- 
rupter in the portable entertainment space.” However, the way the 
industry does business also makes it easy for something like the PSP 
to cause outlandish expectations amongst consumers with state- 
ments like that. And the way that consumers ultimately do business 
requires that quality be partnered with a consistent flow of software 
for a new system. As electronics history has shown, having great 
hardware is only part of the equation. 

The PSP has traveled the spectrum of being hailed as the greatest 
piece of hardware since the introduction of the original PlayStation 
to being treated like a Goodwill store where developers drop off 
bare-bones ports and shoddy, old games. Since the release of the 
PSP on March 24, 2005, to the time of this writing, there have been 
approximately 30 games released, 17 of which were released during 
the launch window. Around 10 or so of the games available could be 
considered ports of PlayStation 2 games, which is about one-third of 
the entire PSP library. And if you work out the math with the number 
of games released since the launch period, it comes out to less than 
one PSP game release per week—.76 games to be exact. 

Even though there’s always a slow period after the launch of new 
hardware, that’s still not a lot of games for a platform that’s sup- 
posed to change the face of portable gaming. What's even sadder is 
that those figures don’t actually take into account the games that are 
worth buying. Out of the 30 games released as of press time, nine 
have received scores of four or above from OPM. That's not too bad 
until you consider that 14 games have scored a three or lower, tip- 
ping the balance in favor of mediocrity. 

But as far as potential PSP customers were concerned, it was 
easy to buy into what Hirai and third-party developers were saying 
before the PSP launched. It seemed like everything the PSP came in 


EEE 


contact with would instantly turn into gaming gold. “These are not 
ports,” Warren Wall, executive producer and head of EA’s Team 
Fusion, told OPM back in January 2005. “That's not what we're after. 
We want something that's compelling and new, but we do have 
great franchises, and we want the experiences on PSP.” While EA 
succeeded in delivering a somewhat original take on its Need for 
Speed franchise with Rivals, the other five of its six launch games 
essentially turned out to be either toned-down ports (thus qualifying 
them as “original”) or just ports with a few extra minigames thrown 
into the mix. 

But EA is hardly the only culprit. Sony’s own first-party teams are 
just as guilty. Early versions of 989 Studios’ PSP baseball game still 
featured the color-coded DualShock button icons shortly before it 
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MOST PSP GAMES WEREN'T BUILT 
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was released. Capcom's Darkstalkers is a port of a Dreamcast collec- 
tion, just with a new survival mode and a few extras thrown in. Tony 
Hawk's Underground 2 Remix features four new levels and some 
added multiplayer options, but most of its content is from the PS2 
version of the game. The list goes on, but the point is that most PSP 
games simply weren't built from the ground up; many publishers 
just wanted (or needed) to cash in on what would undoubtedly be an 
incredible hardware launch. 

But it wasn't. At least, not as incredible as it was expected to be. 
American Technology Research conducted a survey of 150 retailers 
as a barometer of PSP sales during its launch period. Only 50 of the 
150 retailers reported that their shipments of PSPs had sold out. 
Sony’s own numbers reported that 602,000 units out of a million-unit 
shipment were sold, falling in line with results from the survey. Still, 


industry analysts were optimistic. “We think the PSP will be the dom- 


inant handheld gaming device in two years,” says USB analyst Mike 


www.1UP.com | et 
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Wallace in his Video Game Industry Overview. Of course, anything 
can happen in two years, but if there continues to be a trickle of 
releases, let alone quality releases, then chances of the PSP assum- 
ing that role are pretty slim. 

Indeed, it’s almost impossible to predict what will happen, but if 
E3 is any indication, it might be a little rough going. There were 
plenty of PSP announcements at the show, but most of those games 
are either ports with the requisite minigame extras thrown in or are 
based on preexisting licenses or properties. As for actual physical 
software support for the PSP at the show, some considered it to be a 
little lacking. “What the f*** was up with the lack of games for PSP 
at E3?” wrote David Jaffe, director of God of War, in one of his blog 
entries. “When | get back, | have to chase down some answers. 
There has to be a s***load of games being made. Why were they 
not being shown?” 

Then there's the question of the PlayStation 3 and how it will 
affect the PSP. With game budgets becoming an increasing strain on 
companies, how will a publisher or developer find enough money to 
develop a solid project for the PlayStation 3 and then turn around 
and do a PSP game, or vice versa? Many companies will have to 
choose one platform over the other in many cases, and in the cir- 
cumstances that they don’t, the potential for ports increases expo- 
nentially because there simply isn’t enough time or money to do 
anything else. Could it be that developers are canceling PSP projects 
so they can go to work on the PS3 instead? 

Or maybe that's not the right question to ask. Maybe developers 
are just losing faith. That certainly may be the case in Japan, where 
sales of Nintendo DS games have been faring better than sales of 
PSP games. Six Nintendo DS games placed in the top 20 in sales 
during the last week of May. Not a single PSP game managed to per- 
form as well during the same time period. This contradicts what peo- 
ple predicted based on earlier trends, which showed sales of PSP 
hardware and software gaining steam and beating the DS by a sig- 
nificant margin in the early months of 2005. 

Perhaps the lack of apparent support merely has to do with the 
PSP's current position in the market when publishers and developers 
look at the bottom line. There have reportedly been 5 million Nin- 
tendo DS units shipped worldwide, while 2.5 million PSPs have been 
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WHAT GHETTO? 


Nintendo’s line of Game Boy products has been some of the best- 
selling videogame hardware, and the Nintendo DS has already sold 
5 million units worldwide. Here’s what the PSP is up against: 


Game Boy Sales* 


JAPAN 

Game Boy 32.47 million 
Game Boy Advance 13.21 million 
Game Boy software 157.04 million 
Game Boy Advance software 47 million 
AMERICA 

Game Boy 44.06 million 
Game Boy Advance 24.81 million 
Game Boy software 190.61 million 
Game Boy Advance software 96.47 million 


*Through the end of fiscal year 2004 


shipped around the globe. However those numbers do neglect one 
very important factor: The DS has already launched in Europe, while 
the PSP European launch is scheduled for September. Though it's 
unlikely that 2.5 million units will be sold in Europe in any short 
period of time, it’s still a pretty significant difference for publishers to 
take into consideration when pledging support. 

At any rate, it almost seems like Sony was banking on the PSP’s 
extra media-playing capabilities to lessen the impact of a potential 


'WULMLMMLMULLUMi hills, 


THERE'S THE QUESTION OF HOW 
THE PS3 WILL AFFECT THE PSP. 


gaming lull. “[The PSP user base] will expand quickly with support 
from motion picture studios and the music companies,” Hirai said in 
an interview in OPM #91. 

In fact, sales of UMD movies continue to do surprisingly well for 
a format that's less than a year old. At least two UMD movies have 
sold well over 100,000 units each, putting the total number of UMD 
movie sales possibly around the 500,000 mark (actual figures were 
not available as of press time). This also doesn’t include the copies 
of Spider-Man 2 that were included in the first shipment of PSPs. In 
addition, studios are seemingly announcing more and more support 
every day for the PSP, seizing the opportunity to sell yet another ver- 
sion of a film or TV show. Still, it all comes down to this: With the 
drought of game releases, PSP owners are obviously looking for 
something else to do with their PSPs, and that something else 
seems to be watching movies or TV shows. Listening to music may 
not be as much of a factor, considering the popularity of the iPod, 
but it’s still a feature that could distract the casual PSP owner from 
the lack of game releases. 

However, there are a lot of PSP owners out there wondering why 
they forked out $250 for a gaming device that they've actually used 
more for watching movies or listening to music rather than playing 
games. Looks like it'll take a little more than promises and technol- 
ogy to really get handheld gaming out of the ghetto. <¢ 
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AUGUST 2K5 


THE MONTH AHEAD FOR YOU AND YOUR PLAYSTATION 


) Thank yourselves for 
the wonderful day 
that is Dollar Day. If 
we didn’t get our first 
dollar pressed on this 
day, imagine what our 
currency would be. 
Drachmas? Ape shav 
ings? Who knows! 


Mock the French all 
you want, but you've 
got to give them 
credit for having 
Napoleon Bonaparte, 
born on this day, as a 
leader. Imagine hav 
ing this little dude roll 
all over your country! 


Take a moment of 
silence and remem- 

ber that one Martin 
Luther King delivered ? 
his “| Have a Dream” 
speech today. Learn 

to love, not hate! 
Loooooove! 
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WED 


Some amazing colli 
sion of fate has made 
Martin Sheen’s and 
Martha Stewart's 
birthdays the same 
day as Watermelon 
Day. Time to paint 
the town red! 


Celebrate your love 
of U.S. currency by 
purchasing the most 
American game in 
existence: Madden 
NFL 06. John Mad. 
den loves you all 


[NEW GAMES ] 


If you're the kind of 
kid who played cow 
boys and vampires, 
you might want to 
check out Darkwatch 
Otherwise, there's 
Inuyasha: Feudal 
Combat and NHL 06. 


[ NEW GAMES ] 


Do you sometimes 
raise your fist in 
anger and realize that 
it ain't so big? If so, 
pick up The Incredi- 
ble Hulk: Ultimate 
Destruction today. 


[NEW GAMES ] 


For those of you who 
are history buffs, you 
can check out the lat 
est Namco Museum 
Collection. \f you live 
in the present, 
NASCAR 06 is here 


[ NEW GAMES ] 


IFRI 


The only reason to 
even consider going 
to Dukes of Hazzard 
is to see Willie Nelson 
and Burt Reynolds. 
You can find better 
Jessica Simpson 
footage elsewhere. 


From the guy who 
brought you Freaks 


and Geeks and Unde- 


clared comes the film 
nightmare of nerds 
across the whole of 
existence: being 
known as the 40- 
Year-Old Virgin. 


We love Terry Gilliam 
and his wacky films, 
so while we're sad 
that he'll never get to 
finish Don Quixote, 
we'll gladly watch his 
next film, The Broth- 
ers Grimm. 


Pour one out for Rick 
James, who died on 
this day in 2004. 
Please, for the love of 
his disembodied 
spirit, do not go 
around town quoting 
that Chappelle skit 


Fidel Castro is going 
to totally have an 
awesome socialist 
republic-style birth: 
day bash! We're 
sending him tickets 
to yesterday's release 
of Deuce Bigelow: 
European Gigolo. 
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THIRD-PARTY SUPPORT LINES UP FOR SONY’S NEW HARDWARE 


SN 


WW As you saw in the 


PlayStation 3 fea 
ture in last month's 
issue, we already 
got a glimpse of 
some third-party 
PlayStation 3 sup- 
port during Sony's 
press conference 
at E3. However, 
there were also a 
lot of PlayStation 3 
games that didn’t 
get shown at the 
conference—likely 
due to the fact that 
they've also been 
announced as 
Xbox 360 games, 
and as such, are 
further along on 
that hardware than 
they would be on 
PS3. Here's a look 
at a few of the 
third-party games 
we can look for- 
ward to. 
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STRANGLEHOLD 


That guy with the gun barrel placed snugly against his face should 
look familiar to fans of Hong Kong action films—it’s Chow Yun Fat, 
who takes on the starring role in Midway's action game 
Stranglehold. Joining Chow Yun Fat (as he has done a few times 
before) is world-renowned action director John Woo, the man behind 
Mission: Impossible II, Face/Off, and dozens of Hong Kong action 
films. Woo will contribute to the game's action sequences to help 
give them that stylized movie look, but there’s no word yet if you can 
expect to see a lot of random doves flying in the background 
Stranglehold is currently in development at the same Midway inter 
studio responsible for Psi-Ops: The Mindgate Conspiracy. 


Midway Sev. Midway 


CONDEMNED: CRIMINAL ORIGINS 


We're not really sure what to think of Sega’s Condemned: Criminal 
Origins. At first, it kind of looks like a boxcar-hobo simulator, com 
plete with everything from hobo pipe fights to hobo hide-and-go 
seek, but in dark and creepy environments. But there is more to 
Condemned than that. You play as an agent in the FBI's special 


crimes unit whose primary mission is to hunt down serial killers, but 


it would appear that agent Ethan Thomas isn’t quite all there him 
self, leading to the possibility of having to deal with some psycho: 
logical disturbances later on in the game. 


Sega Monolith 


FULL AUTO 


We hate to simplify Fu/l Auto down to three words, but it’s a pretty 
apt description: Burnout with guns. As if moving at breakneck speeds 
isn’t enough, Full Auto also throws in some car combat by giving 
your vehicle an insane number of weapons for taking down other 
drivers. But there's a slight twist to all of this. Much like Prince of 
Persia's time feature, Full Auto gives you the chance to rewind and 
correct mistakes over the course of a race with its unwreck feature 
Let's say you just plowed right into a wall because you went a little 
too fast into a turn—all you have to do is rewind a little bit and hit 


the brakes before you make the turn. 


Sega Dev. Sega 


POSSESSION 


Have you ever watched a zombie movie and wondered what it 
would be like to assume the role of one of the undead? You 
wouldn't have to worry about running, hiding, or locking yourself 
into a small cabin while the front porch floods with countless rotting 
corpses. That's the idea behind Blitz Games’ Po: sion, in which 
you take control of a zombie general charged with unleashing his 
minions on an enormous city. As you shamble through the city, 
you'll eventually gain access to different areas with varying levels of 
resistance—some might be regular citizens going about their daily 
business, while others may be police or special forces units sent to 
quell the zombie rebellion. Crazy stuff, but we're glad zombies 
finally get their place in the spotlight 


Not Announced Blitz Games 


-EBRATE GOOD TIMES 


You know 


How did the Cell project get started? 

It got started with a CEO-level conversation 
between Sony and IBM. In that conversation, they identified the syn- 
ergy between IBM and its strength as a technology company, and 
Sony in the media and content space. They saw a basis for working 
together, so in the summer of 2000—with Toshiba as a technology 
partner—representatives from the three companies got together and 
started hammering out a concept for what became the Cell processor. 


Was it always a goal to design a new type of architecture? 

We looked at a number of alternatives—a rather broad number, 
some of them being sort of more in line with what you would expect 
from general trends in computing. | think it was Mr. Kutaragi who 
said that we should go beyond that and do something that was more 
specifically suited for media and gaming in this new space that is 
supposed to support a new vision of interactivity. 


How is the architecture of the Cell processor specifically bene- 
ficial to gaming? 

{We had] three main targets. The first was to provide a level of 
performance in this chip that would be far beyond what you would 
see in a PC processor today. [For] the second goal, even though the 
structure of this processor was derived from a server-type expertise 
that IBM has, we brought in a lot of real-time controls that you 
wouldn't find in server processors. This is important for gaming. 
Also, because we were very much thinking of this processor as 
something that sits between a user and a network, we paid a lot of 
attention to the security architecture. There’s a good bit of innovation 
in this chip that provides a hardware basis for security and privacy. 
The last goal: [While] it’s important to note that the next-generation 
game system was the driving force to do this, the vision from the 
very start was that this would be an architecture more broadly 
applied. We really defined it to be a standard architecture, something 
that will hopefully be used for a long time and have many iterations. 


How has the education process for developers progressed? 
Have they been receptive to the idea of what the Cell processor is? 
We had the benefit of having a software team inside the design 
center. We had representatives from all three companies working 
very closely with us. We actually went through a number of itera 
tions on the architecture itself based on the feedback from the soft- 
ware team. We wanted to make sure not only that what we created 
had impressive peak performance numbers, but also that a reason- 
able programming effort could get to those numbers. Only in the 


“THE NEXT-GEN GAME SYSTEM 
WAS THE DRIVING FORCE.” 


last few months have we talked about programming models, but in 
the next few months we will publish more information on the mod- 
els and the architecture of the chip. Right now, it's sort of a mix of 
reactions. There are people that have come from embedded back- 
grounds and are very excited about the architecture. For people that 
come from a more general-purpose programming background, 
we're heading toward an adjustment in [hardware]. But it takes pro- 
grammers about three months to become familiar with it and 
become very enthusiastic. 


THE POWER OF 
THE CELL, IN 
LAYMAN’S TERMS 


How is the multicore design different from just having multiple 
processors? 

We felt we had to do something about the phenomenon known 
as the memory wall. In the last 20 years, microprocessors have got- 
ten faster by a factor of 1,000, but the memory latency, or the 
amount of time it takes for memory to keep up with the processor, 
hasn't changed. It’s like a bucket brigade with 100 people between 
you and the water, but because you can only get five buckets 
going, that immediately tells you that it’s going to be inefficient. For 
Cell, what we did was use a technique [to make the process much 
more efficient]. 


\s there a point of comparison for the power of the Cell 
processor? 

If you just look at the eight synergistic processors on the chip 
and the power core as well, on media applications, each of these 
processors can outperform a PC processor. We usually see a factor- 
of-10 performance advantage against PC processors, but if you’re 
doing something with a more traditional workload, then you proba- 
bly won't see that type of performance improvement. 
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OK, so I'm a busy girl at this time of year, 
and | admit I've been rather disgruntled at 
how little quality time I’ve been able to log 
with my PS2. | could say I’m rationing my 
Psychonauts experience in a similar fashion 
to how | consume chocolate cake (you 
know, the agonizingly slow, tiny bites in the 
hopes it won't ever be finished), but it's just 
a poor excuse for not finding the time to 
play consistently. | don’t know about you, 
but when it comes to a compelling charac- 
ter and story line, | find the experience far 
more rewarding when | can play straight 
through uninterrupted (analogous to jam- 
ming my face with a second piece of choco- 
late cake when nobody is looking) rather 
than trying to recall the previous weeks of 
plotline development or puzzle solving. 
After all, I’m quite sure I’m getting dumber 
every year, and recalling the layout of a 
massive world just doesn’t seem like my 
idea of FUN these days. (Side rant: C'mon, 


ZOE FLOWER 
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a computer instead of a 


ome form of Linux) on 


g chocolate cake and eating t 
e she bakes it. She is currenth 


developers! Every game should have a 
map! Why do you want us to suffer so 
much just because some of us have an 
appalling sense of direction?) 

Now back to my main rant. | can’t seem to 
say it enough. God of War really did ruin 
everything for me (it’s like yummy, gooey, 
rich chocolate cake, melt-in-your-mouth per- 
fection that makes everything else taste like 
sand). As | attempt to squish a few hours of 
playtime into my week, | want all game 
experiences to be as intuitive, responsive, 
and just plain ass-kicking FUN. 

This became apparent at E3 this year. | 
have always been a huge proponent of art- 
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while Okami stunned my senses with its 
painterly style and Shadow took my breath 
away with its mythical creatures, they just 
weren‘t FUN enough! As soon as the control 
scheme or camera begin to baffle me— 
which they did in both of these games—1 
start to remember that | have laundry to do, 
or a show to produce, or a bike to ride, or 
another game to try. And this is coming from 
someone who has a high pain tolerance 
(from years of falling down stairs and/or 
reviewing bad games), a sympathetic soul, 
plus an ulterior motive to prove to the world 
that innovation is the key to the game indus- 
try’s success! 


ddd ded qe. 
| WANT ALL GAME EXPERIENCES 


TO BE ASS-KICKING FUN. _ 


| 


house styling in games. | demand to see cre- 
ativity blossom and an industry that nurtures 
innovation! So I've been riddled with guilt 
since playing Clover Studio's Okami and feel- 
Hate Milre late lare(-1aWval-liunt-teM (tut-1aer-) <M ole) co 
mouthwatering but tastes just OK). Combine 
that with my colossal disappointment in 
Shadow of the Colossus (cake that | wanted 
to throw at someone in anger), and | find 
myself losing faith. Indeed, | must confess, 


With very few prospects on the horizon 
that offer a compelling gameplay experience 
other than strangling myself with the con- 
troller cord, | might have to spend my sum- 
mer binging on more chocolate cake in the 
hopes of discovering the perfect balance of 
gameplay and visual style. When it comes to 
innovation and FUN in the same experience, 
apparently we can’t yet have our cake and 
eat it, too. << 


Your rides have been stolen. Your name has been 
trashed. Everything you've \ for and won is 
lost. But with a little help from the wizards at 

' West Coast Customs, you'll be geared to evade 
the cops and find the shortest; wildest routes to 
regain your title: King of the Streets. 
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“One of the best tennis games ever 
created is finally coming to the PS2.” 
PSM 


The rankings are in, and Top Spin is on top of the tennis video game 
world. Serve and volley with 16 of the tour’s top players like Roger 
Federer and Maria Sharapova as you compete in tournaments 
around the world. Create a virtual version of “you” with Eye Toy”, 
refine your shots with a coach, and match skills with the pros on 
every kind of court surface as you make a run at the Championship! 


www.topspingames.com 
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For all we know you're reading this in your birthday suit, 
trying to escape yet another day of record high tempera- 
tures. But for OPM, the leaves are turning gold, there's a 
growing chill in the air, and the holidays are just around 
the corner. And just for you, we’ve compiled a whopping 
169 games that are scheduled to hit store shelves in the 


months of September, October, and November. Our giant 

fall preview is as comprehensive as it can be—games and a 
their release dates were culled from publishers (primarily 

at E3) and retail sites on the Web—but don't hold us 
responsible if your favorite game is either not listed or 

slips a month or two. OK, go ahead and blame Scooter. 
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TAKE US DOWN, BABY 


Normally, when you walk by the OPM offices in the last days before 
we send the magazine to the printer, a frantic quiet hangs over the 
area. That silence got broken this month, and it was all because we'd 
received a new build of Burnout Revenge. Picture 12 people 
crammed into a cube while they passed a controller around, their 
mouths alternating between slack-jawed and cheering, and you've 
got a good idea of what this game has in store. 

The new mode that debuts in Revenge is called traffic attack. 
Imagine a fusion of crash mode and road rage, and you'll begin to 
understand how it works. You start at the beginning of the course 
with a timer (for the two courses we played, the starting time was set 
at 90 seconds), and the goal is to take out as much traffic during that 
time as possible. You can hit the ends of vehicles in intersections, 
and you can bump them from the rear, but you have to avoid all 
buses, trucks, and oncoming traffic, otherwise you'll get taken out. 
Each vehicle or object that you mow down causes a certain amount 
of damage, and the more damage you cause, the more seconds you 
put back on the timer. Theoretically, we suppose it would be possible 
to continue playing a single round forever. Alex Ward, Criterion’s 
creative director, explains, “This time it’s not just about crossing the 
finish line first, but rather punishing your rivals and getting back at 
those who have tried to take you down. A revenge meter tracks all of 


your underhanded tactics and is the key to unlocking the game.” 

A lot of features in the Burnout series are actually modeled after 
sports, as Ward shared with us. “In Takedown, crash mode was mod- 
eled after bowling. In Revenge, we looked to golf for inspiration. 
Crash junctions now feature different approach routes, are littered 
with lots of nasty ‘bunkers,’ and feature a moving target car on the 
green.” And the whole concept of checking traffic (as the team calls 
the ability to hit cars from the rear) was inspired by ice hockey. 

One of the things we love about Burnout 3 is that it is immediately 
accessible but infinitely replayable. Figuring out strategies for crash 
junctions, striving to get one more takedown in road rage, trying to 
get the gold medal in that last race—it all adds up to hours upon 
hours of enjoyment. And this time, there’s even more for you to 
experiment with: Tracks are multilayered, there are shortcuts to 
discover, the speed zips along faster, and there are tons more crash- 
breakers. On top of all that, the game looks amazing—so good that 
it's better than most of the Xbox 360 footage that’s been shown. We 
gave Burnout 3 our Game of the Year award last year, but after we 
got this demo, we kicked Burnout 3 to the curb and are making our 
moves on Revenge. 


EA Games 


IT’S DEFINITELY NOT ICO 


After more hands-on time with Si 
the Colossus, we're getting a bit 
Don’t get us wrong: The game is beautiful 
and the idea of hunting building 
is fascinating. It’s the controls tha’ 
pause. Whe 


nervous 


> Ico boasted a simple, intuitive 
em, Coloss 


4s’ is noticeably more 


control sys 
complex. Things as simple as directing your 
horse have a noticeable learning curve, and 
working your way up one of the enormous 
colossi takes plenty of trial and error—you 


are, after all, maneuvering on a moving 
surface that's actively trying to dislodge you 
Even so, it's hard not to be excited about 


Colosst 


s for two simple reasons: 1) It's 


designers of /co, and 2) it's unlike any other 


still time for the 


game out there. There 
developers to tweak the controls, so 


going to stay positive until we get ou 
on our exclusive review copy next month 


r hands 


PORTABLE LINEBACKERS 


While the portable version of Madden 
lacks some of the features of its console 
friend, it still has all of the classic Madden 
gameplay. All of the motion in the game is 
still based on momentum, so you can’t 
really turn on a dime if you're charging 
full speed down the field, but you still 
have a small assortment of jukes and spin 
moves to help you evade the defense. Of 
course, you won't have access to a second 
analog stick, so features that use it will 
either be cut or adjusted for the PSP’s 
control scheme. 

We had a chance to play the game back 
at E3, and while it was early, it's obvious 
that EA Sports is looking to deliver the core 
of what makes Madden so entertaining to 
millions of people. It will have the standard 
assortment of modes, including online mul- 
tiplayer as well as a franchise mode. 
Actually, EA currently has plans to let you 
bring your franchise file from the PS2 ver- 
sion of Madden to the PSP, so you can keep 
playing through the season while you're 
out on the town 


EA Sports Tiburon 


| BALTIMORE CAN'T POSSIBLY BE THIS BAD 


“Hey, you got your shooter in my survival-horror game!” That's right 
the two great tastes that taste great together are returning in a 
new morality play loaded with creepy atmosphere, branching story 
lines, and really, really f***ed-up monsters. 

Beginning just moments after the first Suffering, Ties That Bind is 
set on the mean streets of Baltimore—which appears to h 
| fered a dimensional instability similar to that of the prison in the first 


en: 


game, as it's become overrun with vile creatures drawn from the 
city’s darkest past 

Where the first game’s monsters were manifestations of forms of 
legal execution, Ties That Bina’s creepy crawlies are embodiments of 
street violence: One creature sports a gang's share of pistols; another 
is stuck with enough needles to keep the junkie populati 


medium-sized town going for weeks. 

| The first game, while loaded with potential, was somewhat poorly 
| executed; let's hope Surreal has learned a thing or two from the 
experience and applied that knowledge to this sequel 
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| Marc Ecko's Gettinc Up 

Ready your paint cans: We've reached the release 
of Marc Ecko's Getting Up: Contents Under 
Pressure, a sprawling urban action game that 
advocates the use of graffiti as protest. If nothing 
else, Getting Up will teach you all about how graf- 
fiti artists manage to get themselves up high 
enough to paint those highway overpass signs. 


| INDIGO PROPHECY 

Formerly known as Fahrenheit, Indigo Prophecy is 
Atari‘s attempt to revive the French adventure- 
game genre. The story is some bizarre yarn about 
how you totally kill some random dude in a fit of 
demonic possession, and you're now trying to fig- 
ure out why it is that other people are randomly 
killing the same way you did. The good news: It 
looks better than most pointless European point- 
and-click titles. 


IS.L.A.L.: STEEL LANCER ARENA INTL 

Metal scraping against metal, thousands 
customization configurations and machinery 
upgrades—no, it's not another racer: It's Konami's 
mech battlefest S.LA./.: Steel Lancer Arena Inter- 
national. In addition to the single-player campaign, 
you'll also be able to take your mech online and 
battle with up to six friends at a time in locations 
such as Cairo, New York, and Hong Kong 


| Rapiata STORIES 


From the creators of Star Ocean comes a new 
RPG, Radiata Stories. As Jack Russell (who's 

not a dog), you'll adventure your way through a 
medieval world in your dual quest of becoming a 
knight and (of course) saving the world. A lot of 
the game looks awesome, but one thing we're not 
looking forward to are the game's timed events, in 
which you're arbitrarily stuck waiting around for a 
character to return to the appointed meeting 
place. That's not our idea of fun. 


LGENot: Dawn OF THE SAMURAI 

It may seem like another Dynasty Warriors rip-off, 
but Genji: Dawn of the Samurai was directed by 
Yoshiki Okamoto, he of Street Fighter Il fame— 
which is why our expectations are high for this 
samurai action game. 
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THE REAL FINAL FANTASY MOVIE? 


No, it’s not a game, but just about every single fan of the 
Final Fantasy series is eagerly awaiting the CG film 
depicting the events that transpire after the closing 
moments of Final Fantasy Vil. The latest trailer shows an 
epic battle against an enormous beast in the streets of 
Midgard, where Red XIII, Cid, Vincent, Barret, and Yuffie 
leap into action. Meanwhile, Cloud’s busy fighting some 
new enemies, and we get the first glimpse of Sephiroth 
outside of the flashback scene. 

All of this action required a tremendous amount of 
time and effort from Tetsuya Nomura, director of Final 
Fantasy VII: Advent Children, and his team of animators 
and CG artists. In fact, the team has put so much effort 
into making Advent Children look as good as possible 
that they've even hand animated the fighting scenes. 
“Every frame of animation for those fights is done by 
hand [thanks to Takeshi Nozue, codirector]. There is no 
motion capture involved at all during the battle scenes,” 
says Nomura. “You can’t really talk about a feature film 
without talking about motion capture or any computer- 
generated scenes. It’s not really about how much motion 
capture was done for the movie. | mean, if you really 
wanted to, you can say, ‘This number of motion captures 
was used for the scene.’ Except, anyone can do that if 
you have time. Now, I’m not saying AC didn’t have any 
mo-cap, as it did, but we still went back and touched up 
a lot of the mo-cap so that it didn’t look all the same.” 
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Obviously, this isn’t the first time Square Enix has 
produced a CG movie with Final Fantasy in the name. 
Final Fantasy: The Spirits Within, while technically 
astounding, was a commercial flop. Some said it was 
because the movie strayed away from what made the 


games so popular, while others believed that the charac- 
ters were so realistic that they were just too creepy look- 


ing. In any case, Square Enix seems to have learned 
from its initial attempt at CG filmmaking, and Nomura 
doesn't seem at all concerned with the past haunting 
Advent Children. “| was actually asked to come out to 
Honolulu and draw some of the main characters. So | 
did, but while | was out there, | realized that my own 
direction and the direction of the moviemakers were 
very different, and | decided at that time not to take part 
in the movie project,” Nomura adds. “Obviously, it’s 
been a number of years since The Spirits Within came 
out. In general, there have been lots of advances, not 
just in what our company does, but in what everyone 
else does. With Advent Children, we do not keep in 
mind what we've done before. We're not trying to 
disassociate ourselves, because it is a part of the Final 
Fantasy family, but there’s no real comparison, and 
we're not very conscious of what kinds of techniques 
they used at the time.” 


Square Enix Square Enix 
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| TotaL Qvervose pe 
(the director of Sin 
and that should give you 


Pretend that Robert Rodrig 
City) made Max Payn 
have a good idea of what Total Overdose, a zany, 
over-the-top third-person shooter, is looking like. 


| ONE Piece Grand Battle 


Do you love anime about lovable, wacky pirat 

Then buy One Piece Grand Battle! What better way 
to portray the awesome fighting abilities of pirates 
than with a good o!' fighting game? Especially 
when this new installment is filled with even more 


characters and attacks than the original game had. 


| Commanoos: STRIKE Forci ‘ 

The WWII-based Commandos series has built a 
powerful rep among real-time strategy aficionados 
with its deep tactic: 
bining stealth, action, 
seems counterproductive to change to first-person 


gameplay, innovatively com: 
nd puzzle solving. So it 


action, which is the case with Commandos: Strike 
Force. Hey, the Westwood guys made this sort of 
shift with Command & Conquer: Renegade, and 
look where that got them. Right: gone. 


| Spartan: TOTAL Warrior 

Creative Assembly, known heretofor a devel. 
oper of straight-up PC strategy games, is breaking 
out of the mold with Spartan: Total Warrior for 
Sega. You'd not be wrong to liken the game to a 
Greco-Roman Dynasty Warriors, only you should 
expect more strategy, more cinematic verve, and 
even more moving bodies onscreen. 


TOG maRee no eet 
The latest iteration in the series that has become 
gaming nerds’ favorite workout, DDR Extreme 2is 
returning with all the standard modes and the Eye- 
Toy support introduced last year. What's new this 


time around? Online support, which will be appear- 
ing for the first time on PS2. 


| EveToy: Kinetic 


If you have a hard time keeping the beat but still 
want to get fit with your PS2, then EyeToy: Kinetic 
might be more your speed. Use it to build your own 
custom fitness workout; the game can then help 
you track your progress over the span of 12 weeks 


| Gretzky NHL 2006 

Since Wayne Gretzky has been retired for quite 
some time, you might not think that he would be a 
factor in Sony's hockey game. You'd be wrong, 


though—the company hasto somehow justify still 
calling it Gretzky NHL! The development team has 
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added an arcade-style Wayne vs. Wayne mode in 
which you can activate Wayne Gretzky for a brief 
period of time for 6-on-5 action. The new team 

chemistry feature also rewards good teamwork. 


Even though the NHL has been on hiatus, you can 
still enjoy the on-ice action with NHL 2K6, which 
features an all-new on-the-fly coaching mode that 
lets you make split-second decisions for your team 
depending on the situation. As always with the 2K 
games, you can also expect a robust franchise 
mode and full-season online play. 


Backyard ‘FooTeatt x 


Making its first appearance on the PS2, Backyard 
Football offers a cartoon version of football, com- 
plete with goofy power-ups. It's not in the same 

league as Madden, but Atari's long-running series 
is usually a safe bet for younger fans. 


aware that there was an original SnoCross. Well, 
there was, and sequel SnoCross 2: Featuring Blair 
Morgan (which, uh, features “celebrity” snow- 
mobiler Blair Morgan) brings players even more 
trick-based snowmobile action. 


What better way to spend an afternoon than with 
guns and deer urine? If you can’t answer that 
question, then Cabela’s Outdoor Adventure is 
probably just the game for you. 


Shaolin Monks isn’t your typic / there are other sorts of attacks at your dis- 
162 Kombat fighting game. The 1-on-1 ibat posal as well, includir | attacks that 
ee has been replaced with straight-up brawling, _are basically Liu Kang y 
which is ckdrop of famous 
Romancinc SaGa Mortal Kombat locatior a games. In addition, you'll learn how to per 
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everything, as there is yet another installment of the events of the first game, whe g of the en you're fighting against, but you 
the SaGa franchise, Romancing SaGa, This latest Tsung is forced to flee back to Outwo mber the combination to exe- 
entry will be more like a normal game. Characters because of his failu n cute it because it won't always be display 
can move! There will be a somewhat normal battle tournament. Liu Ka for you. Also, make sure to pay special att THE CHOPS 
system! Maybe Akitoshi Kawazu did, indeed, learn tion to your environments. Much like in other [IECISTERI St 
from the mistake that is Unlimited SaGa. around helpful character who can shoot Mortal Kombat games, you can pi fighter experience, 

LOE SIE 2 lightning out of his eyeballs environmental fatalities on enemies. |n fact, from X-Men: Mutant 

eit ti ees hints at the one of the early sections in the demo is Academy to Backyard 
Call of Cthulhu: Dark Corners of the Earth has been The first portion from the bridge level of the original Mortal Wrestling 2. Trouble is, 
in development for a long time (this last May month's di place in Go Kombat, so try knocking foes off the bridge none of the company's 
marked its third consecutive E3 appearance), but ves you a char out the basic onto the spikes below. games have been very 
this FPS based on the written work of sci-fi author fighting mechanics in Shaolin Monks. You If you've already gone through the dem good. However, the 


HP Lovecraft might offer some surprises. have eSS quick attacks, P k once by yourself, try playing it again with a studio's logo is a pair 
throws, and launch attac friend for some co-op action. It adds a little of ducks, which just 

i Worvo Poker Tour 2K6 ake moves can be used with another to perfo more intensity to what is already a fast- cannot be beat. 

For those wholacatcoleftaid (onic eared kaeiiea vastating co ions, but you'll have to paced and brutal beat-em-up set in th 

their actual money on the line, 2K Sports’ officially get the timing down for some moves in Mortal Kombat universe 


licensed World Poker Tour 2K6 will allow players to order to use them eff 
As you progress further, you'll find that Mic Paradox 
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SNIPER HUNTING 


As battle-hardened Team Rainbow might be, it did get stuck with a 


rather unfortunate name. Perhaps that hat prompted the attack 

against this elite counterterrorism unit, whic as the driving 
behind Lockdowr's story line. Whate ase, you'll step 

into the shoes of Team Rainbow once again for more t 

quarters tactical combat. In addition to t pected array of new 


weapons and equipment, Lockdown offers a dual-perspective single 


pla mpaign, which you'll through the 
bow’s fearless leader as well as its unremitting sniper, an expert 
marksman who al is man 

The PS2 and versions of Lockdown each feature an exclu 
sive multiplayer experience. PS2 p ew objective: 


driven rivalry mode, which will pit the am Rainbow members 


tition. If Lockdown hits all the same notes as Rainbow Six 3, then 
ta combat aficionados could be in for another deeply immer 


sive strategic experience 


Ubisoft 


PTEMBER 


bet fake coin against digitally rendered versions of 
real-life poker professionals. 


| TiceR Woops PGA Tour 06 

Messing with a tried-and-true formula can be 
disastrous (anyone remember New Coke?), which 
is why you won't be seeing any huge changes to 
Tiger Woods PGA Tour 06. However, one modifica- 
tion you will see is a new putting system, 


| Top Spin 

2K Sports’ popular Xbox tennis game Top Spin will 
make its way to PS2. Featuring 16 professionals 
{including Venus Williams, Maria Sharapova, and 
Roger Federer), the PS2 version will also offer Eye- 
Toy support to help you create a digital avatar to 
take online and pit against other players, 


| CrasH Tac TEAM Racinc 


Remember Crash Team Racing? Well, you'll get a 
good idea of the upcoming Crash Tag Team Racing 
if you imagine similar mechanics with the added 
ability to ram vehicles together to form more pow- 
erful vehicles, Fantastic. 


| URBAN REIGN 


Namco sure likes its fighting. The company got 
members of the Soul Calibur and Tekken teams to 
help make Urban Reign, a new 3D brawler com- 
plete with four-player action and lots of fisticuffs. 


| FrocceR: ANCIENT SHADOW 

No, you're not just crossing the street in the latest 
entry in Konami's long-lived franchise, Frogger: 
Ancient Shadow—there’s also platform jumping 
and other fairly standard stuff, like collecting. 


| Ty THE TASMANIAN TIGER: 

NIGHT OF THE QUINKAN, 

The tiger from Down Under is back; this time Ty's 
trusty boomerangs are aimed at the quinkans, 
mythical aboriginal creatures that have invaded his 
home. In addition to the kart racing of past games, 
you'll also be able to soar through some missions 
in flying vehicles called bunyips. 


| Scoosy-Doo! UNMaskeo 

As with any episode of the cartoon it’s based on, 
you can accurately quess what Scooby-Doo! 
Unmasked will feature even before it begins. In 
this case, you'll get more platforming action set in 
a silly mystery plot complete with the requisite 
meddling kids. 


| Minway ARCADE TREASURES 3 

Like San Francisco Rush 2049 and Hydro Thunder, 
among other arcade driving games? Then look no 
further than Midway Arcade Treasures 3, which 
also offers crazy games such as Rush The Rock: 
Alcatraz Edition, Off Road Thunder, STUN Runner, 
and Badlands—all on one disc! 


| Capcom Crassics COLLECTION 


Not wanting to let Midway corner the market on 
game rereleases, Capcom is releasing its own 
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4 
ULTIMATE SPIDER-MAN 
FOR THE ULTIMATE GEEK 


Ultimate Spider-Man sets out to be a slicker, cel-shaded version of 
last year’s free-roaming Spider-Man 2 game, That means more free 
roaming Spidey action set in a massive map of Manhattan (and now 
including Parker's hood, Queens). That's good and everything, but 
what we like most about it so far is the playable Venom, who's big- 
ger, stronger, and funkier-looking than Spider-Man, plus he eats peo 
ple for health. The game alternates between the two characters until 
you finish the game, at which point you can choose to play as just 
Spidey or just Venom 

To the excitement of comic dorks like Scooter, the Ultimate Spider 
Man game will also feature the debut of Ultimate Beetle, who now 
wears some sort of Japanese superhero outfit as opposed to the 
tacky purple-and-green getup that he sported in the ‘60s, and one 
other Ultimate character. The second character hasn’t been revealed, 
but we'd like to think it’s Ultimate Silver Sable, since Spidey has a 
mission dealing with Latveria in the game, and she is almost always 
involved in Latverian high jinks. 


Pub. Activision Dev. Treyarch 
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*-MEN LEGENDS Il: 


RISE OF APOCALYPSE 
WHERE GOOD AND BAD MEET 


While X-Men Legends was the first action: 
RPG to let you play as four cool X-Men, X- 
Men Legends II; Rise of Apocalypse will be 
the first game that lets you pair up the 
awesome duo of Juggernaut and Gambit. 
Or Magneto and Psylocke. Basically, 
besides being a bigger, better XML, this 
second one will unite heroes and villains 
alike (the Brotherhood joins the X-Men in 
the fight against big, bad Apocalypse) and 
will finally add the awesome prospect of 
online co-op play. This means you can be 
Wolverine while your annoying cousin in 
Nebraska will be forced to play as Toad. 


Pub Activision Dey Raven 


Y 
SLY 3: HONOR AMONG THIEVES 
GOOD THINGS COME IN 3D 


Superheroes tend to hog the limelight, but for our money, Sly 
Cooper is one of the best masked heroes around. There’s little doubt 
that Sucker Punch’s second follow-up to 2002's critical darling Sly 
Cooper and the Thievius Raccoonus will fall anywhere short of its 
excellent origins, especially with returning char 
coon (of course), Bentley the turtle (in his on-steroids wheelchair), 
and Murray the hippo. Back also is Sly’s whimsical cel-shaded car- 
toon style and a bevy of challenging action and stealth missions. 
While the gang is still based out of Paris, you'll be visiting new 
locales that include Australia (dingoes and ‘roos!) and Venice. 

The first sequel introduced playable Bentley and playable Murray; 
this game brings to the mix a playable Carmelita Fox—in fact, when 
you're playing as her, you'll actually be trying to stop Sly. Now add 
to this mix biplane sequences and splitscreen co-op and competitive 
levels, and, well, let's just say Sly is looking slyer already. Super 
triple bonus: 3D glasses will be included in every Sly 3 package to be 
worn during certain levels. Put ‘em on and be ready to duck. 


cters Sly the rac- 


Pub. Sony CEA Dev. Sucker Punch 
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compilation, Capcom Classics Collection. f you 
miss the days in the arcade with Commando, 
Bionic Commando, Ghosts ‘n Goblins, Final Fight, 
and 1942, plus 17 others, start saving your quarters, 
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| Burnout Leceno: 


While it’s a bit maddening that most of the good 
PSP games so far have been car-based, that does 
n't make us any less excited about Burnout Leg- 
ends, especially when we think of all the modes 
(crash, road rage, pursuit, and more) the team has 
managed to pack onto a single UMD. Now we're 
just crossing our fingers that the load times don’t 
crash our PSPs’ batteries... 


| FRantix 

Frantixis a puzzle game built around the simple 
premise of getting from point A to point B. Of 
course, it's never a smooth journey, and you'll be 
dodging monsters, avoiding pits, and plotting your 
way through each level. The frantic part comes in 
as you race to beat the clock. 


| GRiPSHIFT 

While GripShift does put you behind the driver's 
wheel, it's as much a puzzle game as it is a driving 
game. Though one of the challenges is hitting the 
finish line, part of the struggle is just staying on the 
tracks, which are suspended in midair. There's a 
collection element too, as you'll be trying to gather 
pickups scattered throughout the courses, 


| Tiger Wooos PGA Tour 06 


It’s only been a few months since Tiger 2005 came 
out, which means Tiger Woods PGA Tour 06 does- 
n't look a whole lot different than its predecessor. 
One tweak we hope the team concentrates on, 
though, is working on optimizing the PSP even 
more to shorten up those loading times. 


| WorLb Poker Tour 2K6 

Shuffle up and deal! 2K Sports is keeping details 
on World Poker Tour 2K6 fairly quiet, but the idea 
of getting our hold ‘em fix on the go pushes all the 
right buttons. Expect an infinite variety of games 
with the rules editor, online play, and hand-by- 
hand commentary. 


| Froccer: Hetmet CHADS 

The little green frog that could may not seem all 
that relevant these days, but that’s not stopping 
Konami from publishing yet another game based 
on Frogger. Helmet Chaos features 3D environ- 
ments mixed with typical 2D Frogger-style game- 
play; the arcade original is an unlockable bonus. 


| Namco Museum Battte COLLECTION 
Classic collections aren't anything new, but classic 
collections with support for Wi-Fi head-to-head 
and co-op modes are. Namco Museum Battle Col- 
lection features dozens of arcade classics, includ- 
ing Pac-Man, Dig Dug, Xevious, and Galaga. Some 
of them have even been slightly upgraded to look 
slicker on your PSP. 


| ey i ey 7 ek) 
RISE OF APOCALYPSE 
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For those of you who just want a good, old-fashioned World War II 
first-person shooter, well, here you go. Don’t think Call of Duty 2: Big 
Red One is just another quick-rush sequel in which all the developers 


did wa 


s change the colors of the levels: There are quite a few 
changes in store for this installment of the franchise. 

Previous Call of Duty titles, for both PC and consoles, have always 
focused on the “no one soldier won the war” idea, and as a result, 
you played multiple characters to help give you a bigger picture as to 
what was going on. For Big Red One, however, you play as just one 
soldier. That soldier happens to be a part of the Big Red One, a unit 
within the famed 1st Infantry Division. Everywhere they go, he goes, 
and so will you 

You'll be touring around North Africa, Italy, and big chunks of 
Nazi-occupied Europe (particularly France, Belgium, and even Ger 
many itself). You'll be liberating Belgian villages, dodging Axis plane 
attacks, and perhaps hopping on a German boat or two. One of the 
missions is a sneaky night assault on a Sicilian shoreline (the open- 
ing of Operation Husky, for you WWII aficionados). You're one of the 
boat's passengers, and you need to shoot down the mines in the 


water so that the boat doesn't get detected. What's interesting about 
this sequence is that the number of mines you blow up determines 
how many men survive the trip, which in turn affects the difficulty of 
the overall mission. As you play through this mission, you'll notice 
that Big Red One is the first WWII game to feature fine Italian 
weapons (fans of other WWII arms will be pleased to know that 
there is still a boatload of authentic American, French, and German 
guns to play with). 

There will also be better use of squads—don't get us wrong, we 
don't think the game suddenly becomes Rainbow Six with Nazis, but 
the other soldiers you fight alongside will have better Al, use more 
realistic tactics, and even use cover in a more efficient fashion. Heck, 
since you have a radio, you'll be hearing them jabber amongst each 
other about what's going on, which really helps enhance the immer- 
sion factor. Of course, once you get sick of playing with virtual sol- 
diers, you can always hop onto the wild world of the Internet and 
play some online multiplayer. 


Treyarch 


CONTROL FREAKS 


If you've been following the progress of SOCOM 3 thus far, you 
already know about its support for 32 players online. You know 
about the vehicles. You know about the huge maps, and you know 
about the “crosstalk” objectives that sync data between the PS2 
game and the PSP game, Fireteam Bravo. 

But did you know that, in addition to all these huge changes, Zip: 
per is making a host of smaller changes that haven’t gotten as much 
attention? Take, for example, the redesign of the Team Command 
menu. Sure, the quintessential SOCOM experience includes using a 
headset to issue voice commands, but for those of you who prefer to 
go the menu route, the TCM has been completely rearranged in a cir 
cular layout, offering instant access to all those crucial commands. 

Furthermore, a context-sensitive “team command action” lets you 
direct your teammates in single-player mode with a single button 
And you'd be surprised what a difference this makes; now, instead of 
plodding through a menu or saying “Team, move to crosshairs” into 
the headset, you can just tap a button and your bravo team will 
breach a door, adjust their positions, or do whatever the situation 
calls for. 

Sometimes, it's the little things that show how much a developer 
cares about its fans. 


SOLDIERING AWAY TOGETHER 


Remember how in the last Brothers in Arms you commanded a bunch 


of dudes, and one of them was Sgt. Hartsock, you 


ir assault team 


leader? That's who you'll be playing as this time. Don’t think that the 
whole game is a retread of the previous title, Road to Hill 30; the end 
of the last game overlaps a little with the beginning of this one. While 
Road to Hill 30 focused on establishing a presence in Normandy, this 
game will focus on securing and liberating the rest of the region 
Expect harder missions, snazzier graphics, and more urban combat. 
The best new feature is the cooperative campaign, which Gearbox 
wanted to put into the previous game but didn’t have time to do. 
Now you and your buddy can rumma 


through the wreckage of the 
French countryside and tactically ambush the Germans. The other 
interesting aspect of co-op is the option to actually play as the Ger. 
mans. Yes, indeed, you can fight for the Wehrmacht. Not since TIE 
Fighter on the PC has a developer really tried to portray an enemy as 
a true, playable option, so we'll see how this option gets received. 


Gearbox 
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Conrtict: GLOBAL TERROR 


It's been to Baghdad (twice) and Vietnam. Now the 
Conflict squad-based series—never afraid of con- 
troversy—is set to stop a white-supremacist ter- 
rorist group intent on global domination in the aptly 
named Conflict: Global Terror. 


Buty 


Think of it as GTA Jr: Bully puts you in the role of 
misunderstood 15-year-old Jimmy Hawkins, who 
has just wound up at Bullworth Academy after 
bouncing around several schools, Through a 
series of GTA-like missions and actions, including 
administering a swirly to get information out of a 
fellow student and being harassed by teachers, 
Jimmy must make it through the entire school year 
without being kicked out. Bully for him. 


RICO EELODX So SEE es 
From the makers of BloodRayne comes Aeon Flux, 
a third-person stealth-: on game based on the 
upcoming movie based on MTV's cultish silent ani 
mation series from the ‘90s. Our fave thing about it 
Charlize Theron is the movie's lead. Scha-wiiing! 


THE Warriors 


Inspired by the 1979 cult favorite film about fic 
tional New York street gangs, The Warriors is a 
tried-and-true bash-em-up group brawler, com- 
plete with melee combos and broken-glass knives 
as you guide the beleaguered Warriors back to 
their home turf of Coney Island. It's Gauntlet but 
totally street. 


48 


Lee 


25 To Lire 


Those who like their games with a side of contro- 
versy might prefer 25 to Life. The in-game ability to 
choose to side with the police or with the gangs 
has already sent the mainstream press and US. 
senators into fits of righteous outrage. 


Neopets: THE Darkest FAgRIE 


Neopets: The Darkest Faerie spans 1,000 years of 
Neopian history. (If that means nothing to you, go 
check with the nearest 8-year-old.) You'll quest 
your way through huge dungeons, forests, 
palaces, and ghostly ruins with the ultimate goal of 
beating the evil Dark Faerie and her minions. To tie 
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ONCE UPON A CRIME 


The game industry is often critiqued for its shallow story lines. And 
that critique only serves to help the Grand Theft Auto series stand 
apart: The way the plots from the games are intricately woven is 
nothing short of impressive. Toni Cipriani, the protagonist for the 
PSP-exclusive Liberty City Stories, was introduced back in GTA3, but 
this latest game should provide a lot more insight into who he is. 
So, what do we know so far about Toni? Well, according to Rock 
star, Mr. Cipriani is a man with a temper, but he has his soft side, too. 
He’s very devoted to his mother (and her restaurant, fittingly named 


Momma's Restaurant) and loves eating her ziti and veal. But don’t 
criticize Toni’s momma's cooking—he’s been known to crack heads 
together if anyone doesn’t agree with his opinion that her food is the 
best around. 

In these new screens, you can see Toni using up all the energy he 
gets from that home cooking as he wields weapons, races around 
town, and blows up anything that gets in his way. 


Rockstar Rockstar Leeds 
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SONNY-SIDE UP 


It's one of the many big-budget games com- 
ing out in the fall, and many would consider 
it to be EA's answer to the Grand Theft Auto 
series, but how do you handle a beloved film 
license like The Godfather? Well, you can 


t out by using the voices of many of the 


same actors from the film, including Marlon 
Brando, Robert Duvall, and James Caan, 
who is reprising his role as Sonny Corleone. 
“EA is not a popcorn operation, and | had to 
know it was going to be classy. There was no 
reason not to do it. I've done one voiceover 
in my life, but | just like the idea that the kids 
can play with me even after | don’t feel like 
playing or I’m not capable of playing,” says 
Caan. “There’s something nice about being 
in this medium.” 

Revisiting a character that’s over 30 years 
old wasn't a problem for Caan, who jumped 
into the booth and started delivering lines 
similar to those he uttered long ago. “It's 
Sonny. It’s me. It’s not like | had to study a 
New York accent,” says Caan. “I just have to 
bring out the worst of me again. These guys 
try to bring back what I’ve tried to get rid of 
all these years. | wish | was a little smarter. If | 
knew it was going to be such a hit, | would’ve 
never driven through that tollbooth.” 


EA Game: E vood Shores 


[OCTOBER 


in specifically with the Neopets site—where mem- 
bers can raise and nurture their own virtual pets— 
the game will include a Petpet power-up system, 
allowing your very own Petpet to follow you and 
help you beat levels, 


THE NiGHTMaRE Berore CHRISTMAS 
Fans of The Nightmare Before Christmas film may 
be a little disappointed that they're getting a 
sequel in the videogame medium, but they'll be 
happy to know that Oogie’s Revenge remains true 
to Tim Burton's vision—except for Jack Skelling- 
ton’s ectoplasm weapon and the fact that he can 
turn into the Santa Claus version of himself for a 
whole different set of attacks. 


ISNEY'S CHICKEN LITTLE 
Like Chicken Little and the sky, we saw the game 
based on the upcoming Chicken Little movie com- 
ing. Unlike Chicken Little and the sky, everyone 
believed us, 


24: THe Game 
Ever wondered what the heck happened between 
seasons two and three of 24? Play 24: The Game 
from 2K Games to find out! There’s a whole lot of 
third-person shooting, a little bit of driving, a few 
minigames, and a heaping helping of Kiefer 
Sutherland yelling when you play the interroga- 
tion minigame. 


(EF 


Jaws UNLEASHED 


Jaws Unleashed puts you in the role of a hungry 
shark taking on all life-forms that cross your path. 
See those lifeguards hanging out in the water? 
Chomp them in half. Random surfer gets in your 
way? Take him out. This game sounds perfect for 
those days when all of humanity becomes 
absolutely intolerable. 


Eo, Epp n Eooy 


Hey Midway, we're happy you're making a game 
out of Cartoon Network's popular three nutty boys 
from Ed, Edd n Eddy. We just hope it doesn’t end 
up being like one of Eddy’s infamous schemes— 
you know, harebrained. 


Cowsoy Besop 


We're a little worried about Cowboy Bebop—the 
last time we heard anything about this game was 
during E3 of 2004, when it looked like a solid cel- 
shaded third-person action game with you fighting 
bad dudes as either Spike, Jet, or Faye. Then there 
was a quiet and ominous announcement of its 
delay—and absolutely no comment at all since. 


“Penounsancredibly detailed and dynamic with 
Felentvess and over-the-topjcar-acravatics,” 
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WHERE A NIGHTMARE IS WELCOME 


New games in the Sou! series don’t come 
around all that often, so it’s somewhat of a 
surprise that Soul Calibur Ill is already on the 
way, but don’t worry. It's not just a minimal 
update of the features found in Soul Calibur 
/H-quite the opposite. Not only have the 
main fighting mechanics been fixed in the 
basic single and multiplayer modes, but 
there are also a ton of new features never 
before seen in a Soul Calibur game—or fight 
ing games in general for that matter 

The biggest addition is the character cre- 
ation mode, in which you can create your 
own fighter. The character creation system 
isn’t as robust as something you would find 
in a game like Tiger Woods PGA Tour Golf, 
but it offers enough variety to help you cre- 
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ate a unique fighter. You can change the 
physical characteristics of your fighter, as 
well as his attire. Interestingly, you can even 
layer clothing to go for an even more distinc- 
tive look. As far as moves go, you either 
select from several preset classes (each with 
its own set of moves) or choose one of the 
pre-existing Soul Calibur characters 
Additionally, the weapon master mode in 
previous games has been replaced with a 
strategy game called Chronicles of the 
Sword, in which you maneuver your fighters 
into position on a map while defeating 
enemy emplacements in 1-on-1 battles— 
some with different conditions for victory. 


Namco Namco 
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For better or for worse, it's coming out this year, so 
we'll see if the wait did anything for it 


LA. Rush 
Get ready to blast through the Hollywood sign, LA 
Rush lets you spin your wheels through the vast 
interweaving streets of Los Angeles (in case you 
hadn't figured it out from the title) and test your 
mettle with the more than 80 races available 


| Foro us. CHeuy 

After Freddy vs. Jason and Alien vs. Predator, Ford 
vs. Chevy somehow seemed inevitable. As long as 
it's not the cheapest heap ever visioned yet or 
found on the road dead, we'll be happy. 


SHINING Force Neo 

An action-RPG from Sega, Shining Force Neo fea- 
tures a straightforward real-time combat system 
not unlike the one found in Shining Tears and 
games like Champions of Norrath. 


The original Wild Arms was such a big hit back in 
1997 that Sony CEI is remaking the game, this time 
calling it Wild Arms Alter Code: F. In this new ver- 
sion, you'll be able to control six characters 
instead of three, and the graphics look a whole lot 
better, but the story should be near and dear to 
fans of the original. 

i 2 RRR ene Ae aren Sh rh ct 
If you've been looking for a sequel to Tecmo’s cult- 
lassic Deception series, you've found it—sort of. 
While not a direct sequel, Trapt serves up similar 
trap-setting gameplay, offering guillotines, falling 

chandeliers, and even “dark illusion” traps that 
require puzzle-solving skills to activate 


PlayStation. 


We Love KaTAMaR! 


We're big fans of We Love Katamari’s Japanese 
cover, which is actually a photo of Namco employ- 
ees in front of the company’s office. If you look 
closely at the windows on the side of the building 
pictured, you can see the King of All Cosmos gaz 
ing down disapprovingly, ready to zap you with his 
laser eyes if you don’t buy his game. 


NBA Live 05 


Many would consider the Live series to be the pio- 
neer of right analog control in sports games, and 
not surprisingly, EA Sports wants to make that an 
even bigger part of NBA Live 06. Star players now 
have a huge assortment of moves to use depend- 
ing on their skill level. Last year’s popular All-Star 
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Weekend mode will also be making a return 
appearance. 


NBA 2K6& 


Though there are no more ESPN announcers, NBA 
2K6is packed with so much content that you prob- 
ably won't even notice their absence. You'll see 
the return of the franchise mode (which now 
allows you to track draft picks year-round) and 
24/7 mode (complete with the ability to sign 
endorsement deals), and when you need to get 
away from it all, there will always be your crib to 
retreat to. 


NBA 06 


989's sports games have always strived to bring 
something new to the table, and while the ideas 
have been good on paper, they haven't always 
quite panned out in the games. NBA 06 might 
break that trend, however, with the NBA life vol. 1 
mode, in which you experience the NBA from 
behind the scenes, complete with a story and 
player-building options. 


TOURNAMENT PAINTBALL Max'D 
If you prefer bruises to blood and oozing welts to 
shotgun blasts, Greg Hastings’ Tournament Paint- 
ball Max‘d could just be that nonlethal shooter 
you've been pining for. Activision plans to deliver 
real-life professional players (who knew?), spon- 
sors, and fields, plus co-op and head-to-head mul- 
tiplayer in three different game types. Start check- 
ing out paint chips. 
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INFECTED 


We can't say that the plot of Majesco’s Infected 
gets our hearts racing (NYC cop tries to stop a 
mysterious virus), but we are very intrigued by the 
wireless multiplayer concept, which allows you to 
go in and “infect” your opponents’ PSPs (with your 
own personalized zombies) if you defeat them. 


THE CON 


The key to Sony CEA's fighter The Con—an all-out 
‘street brawler in which half the moves are fake— 
is the backstory: You're working with organized 
crime, and sometimes they make you take a fall 
for the cash. You can also map any photograph 
from your memory stick onto your fighter's face. 


X-MEN LEGENDS II 


Activision recently announced X-Men Legends I 
for the PSP, but it hasn't shown anything about it. 
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THE MADDEN ALTERNATIVE 
Come to think of it, M 
license may not have 
Many of the reas 
series became so 
years is due in large part t 
the NFL, which wanted Midway 
tone down the over-the-top hits that the 
series was known for, but basically turn Bi 
into more of a football simulation. Tha 
what Blitz is, and that’s not what it should 
ever become 

With that in mind, Midway has brought 
the series back to what made it so popular 
begin with. You ha 
hits—some of which 
sidelines and 
of a painkiller inject 


y's NFL Blitz 
it over the past few 


solutely insane 
ire you to go to the 
t” in the fo 
—but you also 


fast-paced football action that isn’t held back 
by the restric 2. You'll see this 
in the form of clash juice, which you can 
y performing regular feats of athleti 
cism on the field, such as catching a pass. 
ie) you get enough juice, you can slow 
down thi tion if you're on offense or 
defense, making it possible to easily evade 
lers or make a pinpoint hit on the ball 
r. Then there are unleash moves that 
ats of individual play- 


ns of a licen: 


ers. As you might expect, there's still a main 
franchise-like mode, but it focuses more on 
the theat of running a football team as 
opposed to the nuts and bolts. 


A FOOTBALL 
SCREENPLAY 

In order to highlight the 
drama of Blitz’s over- 
the-top action, Midway 
enlisted the help of one 
of the writers from 
ESPN's gridiron drama 
Playmakers—a gritty 
show which was can- 
celled due to pressure 
from the NFL. 


OCTOBER 


For all we know, it could be the portable adven- 
tures of such X-Men luminaries as Jubilee, Daz- 
ler, and Gambit as they fight world-threatening 
foes such as Arcade or Mojo. We can only hope. 


hia. Tayeg 


Ys: THE ARK OF NAPISHTIM _ et 
The PSP could really use some RPGs, and hope- 
fully Ys: The Ark of Napishtim will be one of many 
coming. While it's essentially a port of its PlaySta- 
tion 2 counterpart, the PSP version of the game 
has extras, including minigames, character pro- 
files, and an option to listen to the soundtrack. 


Bounty Hounos 
It might be easy to mistake Bounty Hounds for 
some kind of Dynasty Warriors in space clone. You 
will be fighting dozens of enemies at once, but the 
arsenal is greater than those found in any of the 
Dynasty Warriors games. In fact, you'll have around 
500 weapon and armor sets to choose from. 


MinWay ARCADE TREASURES _ 
The Midway Arcade Treasures collection for the 
PSP is sort of a compilation of the various Arcade 
Treasures games the company has released for 
the PS2. Not only will you find classics such as 
Defender, Spy Hunter, Paperboy, and Klax, but 
there are also some more recent entries, including 
HIT THE SLOPES [ m the first three Mortal Kombat games. Many games 
Als Bune 0 = Biepere will also support Wi-Fi multiplayer options. 
Two years after SSX 3 completely overhauled the SSX experience 
(thanks to that massive mountain that can take you up to half an 
hour to descend from the very top to the very bottom), EA Canada is h I ae Tale ere) oa o Ina shocking turn of events, the PSP version of 
finally rolling out the no-number SSX on Tour. While it doesn’t drop escape A ing 
an entire mountain range as a playable level, it does bring a few new h 


NBA 06 won't be a straight port of its console 
counterpart. Instead, the PSP version will focus 


twists to the table, the first being the divide between snowboarding : S g Te cityscay more on core gameplay elements and minigames, 
and skiing at include lous | as the such as HORSE, three-point shoot-out, as well as 
Right when you start the character-creation process, you choose Mi C eatre, East L.A. he a new minigame called dodge ball. Other parts of 
whether your character is a snowboarder or a skier. Skiing has a great Ho S tse ne the game, like the graphics, have also been 
whole set of unique tracks and trick sets, and it’s just as fast, loose, i ate fanzine A c cleaned up. 
and furious as snowboarding. Also, you might notice that we use the Wasteland, who h i n 
word “you” a lot here—that’s because SSX on Tour has a full create- yu f the C Ci t 
a-character mode, a departure from the previous games, in which 1g bos a gra cS fc The PSP version of Gretzky NHL 06is getting the 
most people would play as Elise (more because she's the tall, hot elele-le one’ itl ea plus th new Wayne vs. Wayne mode just like its big 
blonde that you can dress up in short shorts than for any particular | BMX bike as neede brother, but what we're really hoping to see is a 
advantage she brought to the skill side of things). The tour mode is O O meet new pros, like = better framerate and improved handling from the 
focused on making your unique character win races, pull off mad pa n he pro skate last version. Keep your hockey sticks crossed. 
tricks, buy cool loot, and become a superstar snowboarder/skier. node, ere fi [ gOS Sonia OE eee Se 
There are a number of other tweaks and additions, but SSX on le ro evious Te game UirTua TENNIS _ 


Tour's main thrust is that the game is about how cool you are, Progn 


= Some call it the greatest tennis game of all time. 
whether you're a snowboarder or a skier. Others just call it by its street name, digital crack. 

ub. Activisi Nev 2 Whatever your description for Virtua Tennis, know 
EA Sports Big Dev. EA Canada that you'll be able to satisfy your jonesing for some 
racket action very soon. 
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Virtua Tennis X-Men Legends II: Rise of Apocalypse 


GET YOUR TEAM OF UP TO FOUR HEROES TOGETHER FOR A FAST-PACED, HACK ‘N SLASH ADVENTURE. WITH AN EPIC 
STORYLINE, LIGHT RPG ELEMENTS AND ONLINE CO-OP FOR THE FIRST TIME, GAUNTLET SEVEN SORROWS TAKES THE 
GAUNTLET LEGEND TO A WHOLE NEW REALM OF EXCITEMENT. 
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PRINCE AND THE REVOLUTION 


The Prince of Persia is officially bipolar. We've always sensed he was 
a little insane—and who wouldn't be after altering time and space 
itself and carrying the burden of the Sands of Time? And doesn 
take at least a pinch of mental disorder to execut ose impossible 
gymnastics at those dizzying heights, fighting both the undead ar 
living—and surviving virtually unscathed? 

In Prince of Persia 3, however, the Prince’s psychology goes 
beyond the insanity of the brave—he really does have a split per 
sonality, which comes in the form of the Dark Prince, a sort of d 
pelganger that has been created as the result of the Prince’ 
ing around with the Sands of Time. Wh 
with bright, empty eyes, the Dark Princ 
to be: a darker version of the troubled Prir 
blade at his side, the more stealth-prone Dark 
more heads and spews even more blood than his lighter twin, using 


mess. 


haired, gray-skinned, and 
exactly what he appears 
With his chain-whip 


Prince lops off even 


his own combat moves while progressing through his own story 

levels. Predictably, the two Princes don't get along, but will they 

eventually have to in order to set things right? During the quest to 
find this out, players will encounter larger open-ended game w 
(Babylon, for instance, is an ancient metropolis where the Princ 
go just about anywhere on the rooftops and the streets) and a rac 
ing-game-like chariot sequence—take that, Ben-Hur!—that includ 


added combat opportunities. What we know of the story involves 
the Prince's girlfriend, Kaileena, and how she sacrifices her life to 
unleash the Sands of Time in order to save him. We also know that 
Babylon is in the throes of a civil war and the Prince’s father blames 
his son for this. What is a Prince to do but run, fight, and figure a 
way out of this mess? 

Ubisoft promises to bring the best parts of the previous two 
games (2003's Sands of Time and 2004's Warrior Within) to the 
Prince of Persia 3 table. Charming dialogue, a comprehensible story 
line, and improved free-form combat that includes the one-move 
“speed stealth” kill top the list. The familiar obstacle-course level 
design returns, with enough pole-jumping and wall-running to keep 


the Prince busy. The series’ usual stunning graphics include Baby- 
lon’s wide rooftops and tight streets, plus flourishing gardens and 
claustrophobia-inducing tunnels and crypts. Add fluid character 
design and signature gameplay mechanics, like time control (when 
the Pr ets in a scrape, he can reverse time to a safe point), and 
you have a worthy sequel to what has become one of the PS2’s 
most brilliant 3D action-adventure series—without the annoying 
Godsmack soundtrack. Prince, we await thee. 


TELEPORTATION DEVICE INCLUDED 


The name Battlefield 2: Modern Combat is a bit of a misnomer. While 
the original Battlefield came out to rave reviews on the PC back in 
2002, this is actually the first time th 
on consoles. Modern Combat, however, does feature the same 
squad-based online multiplayer combat found on the popular PC 
(but no squad com. 
»bjective-based areas filled 


has made an appearance 


franchise. You'll find the same types of classe 
mander) and the same types of massive 
with dudes, respawn points, and vehicles 

What makes Modern Combat a little d' 
however, is how it handles single player. Basically, while there will be 
lots of Al players, there's now the hot-swap button, which lets you 
switch between troops by just looking at one and hitting a button. 
Then you get a bizarre sequence in which you literally teleport from 
one soldier's head to another's, similar to what happens in that crazy 
Denzel Washington movie Fallen. 

Of course, once you're sick of jumping around from soldier to sol 
dier, you can just hop online and play against 23 other fools who 
own the game. Also, don’t worry if you've never played the PC ver. 
sion, as the game has been streamlined enough to make even flying 
a helicopter a lot easier. Whether players can sit on the wing of a fly. 
ing airplane remains to be seen 


erent from the PC version, 


WHEN BEING A FAN PAYS 


See these upstanding citizens in their shiny costumes? That's who 
you'll play as in Battlefront II. In the real world, they're known as the 
501st Legion. The group started in 1997, when founder Albin Johnson 
wore a stormtrooper outfit to the pre of Star Wars Episode IV: 
Special Edition and then posted pictur line. He got so many 
responses from fellow enthusiasts that he decide: 


1 to create a group 

s how the 501st 
squad came to be. The squad soon had so many members that it 
became a full legion. When not at their day jobs, members of the 501st 
spend their time going to conventions (Star Wars related or not). 

LucasArts noticed just how dedicated this legion of fans was and 

extended a thank you by making the sqt he star of Battlefront Il. 
So when you go through the campaign t tarts at Geonosis 
(Episode Il) and ends at Hoth (Episode V), you're playing a trooper 
enlisted in the 501st. Good to know that hardcore fandom can be 
acknowledged and thanked 


thai 


for these fellows and ladies to belong to. Ai 


LucasArts 


THIRD TIME’S THE CHARM? 


Formerly known as Ghost Recon 3, the next 
chapter in Ubisoft's Tom Clanc d 
shooter series puts you in the 


near-future rebellion ir 
you'll take control of th 
U.S. Special Fore 
quell the uprising. The ac 
a third-person persp 
issue commands to yo 
redesigned HUD. You 
action from several differen 


face windows, which g 


satellite maps, scout 
communications. 
Ubisoft has been c 
details, but you can cou 
ety of cooperative 
play modes that sho! 
Ghost Recon fans very happy 
after the disappoin’ 
suffered through wi 


Ghost Recon 2 
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| Dracon Quest Vill 


After recently playing some more of the English 
build, we'll say it again: This game will rock. It's 
big, it's got a charming sense of humor, and it has 
a rocking art style. Here's a gameplay tip straight 
from creator Yuji Horii: Level up the sexiness attrib- 
ute for Jessica (your female mage) 


| THe CHRONICLES OF Narnia 


if The Chronicles of Narnia: The Lion, the Witch, 
and the Wardrobe doesn’t take you back to your 
childhood, then the terrorists have already won. 
Buena Vista Games is promising two-way multi- 
player action, with each player taking on the roles 
of two of the four Pevensie brats as they fight to 
save the land from the evil White Witch. 


LFrom Russia With Love 


The greatest Bond ever, Sean Connery, makes his 
gaming debut in the PS2 version of his hit film From 
Russia With Love. For those of you who haven't 
seen the 1963 classic, think of this new game as 
the follow-up to 2004's superb Everything or Noth- 
ing, in which Bond finds himself in intense third- 
person action. Russia comes replete with tuxedos, 
flamethrowers, jetpacks, and Sean Connery’s 
actual voice. We'll take this one shaken and stirred. 


| GaunTLet: SEVEN SoRROWS 


The original multiplayer action-RPG gets a Diablo- 
style makeover in Gauntlet: Seven Sorrows. 
Besides featuring fast-paced action, six playable 
characters (the original quartet, plus the lancer 
and the oddly named tragedian), and an unobtru- 
sive inventory (to change into that fabulous new 
hat you got, you use a submenu that doesn't 
replace the screen, so everyone can keep fighting 
while you're changing), Gauntlet will also have a 
crazy “endless combat” mode that you could con- 
ceivably play until the end of time. 


| Castevania: Curse oF DARKNESS 


Almost everything in Castlevania: Curse of Dark- 
ness has been designed to tackle problems in the 
previous game, Lament of Innocence. The fixed 
camera has been replaced with a free one that 
lets you look all over the environments, increasing 
the sense of exploration. Curse of Darkness’ main 
character, Hector, can also summon various spirits 
to help him out of a jam. 


Harry PotTer AND THE GOBLET OF FIRE 
Harry Potter and the Goblet of Fire is not just a 
Zelda clone with British accents. The development 
team has made the game a more action-oriented 
title, and it almost feels like EA's LOTR games. All 
three kids are playable (you can switch characters 
on the fly, and the remaining two can be controlled 
by other players or the Al), and there are more 
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spells (like Wingardium Leviosa), more challenges 
(once you start the Triwizard Tourney), more 

attacks, and spiffier graphics. We can't wait to see 
a polygonal “Mad-Eye” Moody. 


—_—™ f 


| SHIN Mecam! Tense!: Dicital Devi Saca 2 


The Shin Megami Tensei franchise is becoming 
our new favorite RPG series. If you got the first 
Digital Devil Saga, you likely noticed that it came in 
an oversized box that could hold two DVD cases. 
That's because both DDS games were already out 
in Japan, and Atlus was anticipating bringing both 
over to the States, Just between us, Digital Devil 
Saga 2has a better story and more interesting 
combat mechanics, so even if you skipped the pre- 
vious game, you should check this one out. 


[CoueseHoops2K6 
The first thing you'll probably notice about College 
Hoops 2K6is the lack of an ESPN presentation, 
since 2K Sports lost that license to EA. However, 
you can still expect many of the same elements 
from previous editions, as well as a host of tweaks, 
including new control schemes that help make 
plays such as alley-oops a little easier to execute. 


| NCAA March Madness vs 
Last year's floor general play-calling system was a 
little lean, but NCAA March Madness 06's version 
of it seems like it will be a little more robust, allow- 
ing you to take full advantage of specific defensive 
and offensive situations. There's also a new lock- 
down control that lets you instantly pressure the 
ball a number of different ways on defense. 


DARK CITY 


AMERICA’S MOST WANTE! made an attempt 
me-themed 
The last time we saw Need for Speed: Most Wanted, it was barely in 
the initial stages of production. While a few of the tracks and cars 
appeared to be finished, EA wasn’t even close to revealing more than | worked, as th 
some basic information on the game. Now, however, some car man- | million 
ufacturers are finally letting EA talk about the cars of Need for Speed: 
Most Wanted. While some of the cars have yet to be revealed, EA 
has said on the record that the Mi ing GT, the Carrera GT, and the p g es mer gang 
Corvette will be in the game and ready to outrun cops with member turned rogue NYPD cop TANDIStREETBALL 
In our hands-on time, we got to compete in a tollbooth rac: If you've seen Training Day, you's t Think of AND1 Streetball as FIFA Street, but for 


ina both the luxurious and nice-handling BMW M3 and the rotary some ire in basketball. And it’s from Ubisoft. You play through 
roaring Mazda RX-8. The tollbooth race is a timed race in which you} Marcus Reed, out on the r your straethall using both analog sticks’as your. 


barrel down a highway and extend your time limit by speeding p NYC. However, the dribbling/trick interface, and you'll get to play with 


and against known AND1 ballers like Helicopter, 
time that allows you to slow the action down but maintain maneu- Luxoflux has meticu! Spinmaster, and Baby Shack. 


verability, which is helpful for avoiding or for making those | sprawling geogra EG) FES 
extra-sharp turns. It’s kind of similar to the zone feature found in hattan—streets, buildings, Ww | FIFA 06 
Midnight Club 3. Also of not ear to be landmar O 
ly integrated into the world. One minute, you'll be doing a ter or for w ) forcement 
tollbooth race and in the next, the cops will be right on your tail, 


tollbooths. Also new is the speedbreaker, a sort of bizarre car bullet its protagonist, but the 


The task of making one of the best soccer games 
even better isn’t an easy one, but FIFA 06 will fea- 


ture a few improvements that might make it worth 
waiting for you to make a mistake so they can take you down and ing. In tre your while. The general controls and shooting 


throw you in the pokey. Quentin Tarantinc on, New York City interface have been cleaned up alittle, and there 

While the PSP game is pretty similar to the console iteration, the first of a tw hat will conclude are a host of new formations and strategies ready 
we've heard a rumor floating around that it will be the only version in the as-yet-unannounced third installment of for use when taking the ball down the pitch. 
in which you can actually play as a cop. Ten-four, good buddy. the series, which could be an early PS3 title. 


[Rucey CHattence ‘06 


Rugby Challenge ‘06 is pretty much like Rugby 
Challenge ‘05, only a year later. The game features 
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5. EA Games De 


The'armies‘of the night 


number 60,000 strong, 


and tonight... 


[3] RADYGAMES 
BEAL STRATEGY GUIDE 


proudly presents for the 
PlayStation 2 based on the 1979 Paramount Pictures 
cult classic movie. Developed by Rockstar Toronto, 

expands the stylized cinematic journey 
gritty interactive experience set in 


of the film into a 
1970s New York. 


they're all after The Warriors. 


BRADYGAMES 


1. The ratings icon 15 0 trodemark of the Enlertainment Software Association. All other morks and trademarks ore properties of their respective owne 


The R* logo iso registered trodemark of Toke Two Interactive Software Int 


licensed European teams (only France was a hold- 
out—figures) and updated rules, 


| THe Sims 2 


EAs best-selling series is returning to consoles 
with The Sims 2. Even with a scope that's been 
whittled down from the PC version, there's still 
plenty of new challenges for your Sim, including 
the console-exclusive cooking system in which 
you can whip up dishes that can help you fulfill 
your goals more quickly, 


| AMERICAN CHOPPER 


Yay, another American Chopper game from Activi- 
sion! We're assuming it's a value-priced title. No 
other details are known, like whether of not Jay 
Leno will walk in or what Big Paul will yell about. 


| AquaNox: THE ANGEL'S Tears 
AquaNox; The Angel's Tears is a space sim/third- 
person vehicle action game that takes place 
underwater! We really enjoyed the PC version that 
came out in 2001, so hopefully JoWood can doa 

, good adaptation of the series for PS2. 


| BaTTLESTATIONS: MinWAY 
The idea of multiplayer battles in the Pacific theater 
of conflict in World War Il in which every vehicle 
is a human player sounds pretty spiffy, Which 
makes us very glad that THO has kindly picked up 
Battlestations; Midway tor American release. 


y 


| Macna Carta: Tears OF BLOOD 
Atlus is bringing over the popular Korean RPG 
Magna Carta; Tears of Blood, While the company's 
games have traditionally been incredibly difficult, 
Atlus is hoping that the snazzy graphics, neat look, 


and real-time combat system of this game will 
appeal to more mainstream RPG fans. 


INES CEI NIE: 


READY FOR SOME MONKEYING AROUND? 


| Mea Man X COLLECTION 

Do you prefer Mega Man X over Mega Man clas- Based on the !!niversal film d ted by lord For the game, the star of the show will be, 

sic? Then we have some good news for you: Cap- of the Rings’ Peter lackson (set for release in of course, King Kong himself. Ancel is pay- 

com is bundling a bunch of Mega Man X SNES ember) Ubisoft's King Kong isn't your ing extra attention to ensure that the team 

and PS1 games together into a package called typical movie-hased aa Backed by its gets t imian majesty just right. “The main 

Mega Man X Collection! wn directorial 1 power in Michel Ancel idea is that when you play Kong, you can’t 
(who alsc ected the popular Raymanand __ fail by your moves,” says Ancel, the man 

i Pac-Man Worto 3 Me the Hent but overlooked Beyond Good & — handpicked by Jackson himself, who is a 


Ina season laden with sequels, it’s only fitting that Evi) and a potent potoourri of game styles longtime gamer and Beyond Good & Evil 

we should see Pac-Man World 3. Gamers can get first-person, shooter third-oersan actinn and fan “You will not fall like in a platformer— 

more 3D Pac-Man, and now he has buddies like brawler l'bisoft : Idina its [that’s] not King-like.” STAR POWER 
ghosts Pinky and Clyde helping him out. yn. King Kong 2 re What is King-like? Running along a cliff Hello, Hollywood! The 
The game's plot follow | wall like a certain Prince of Persia, swinging game will feature the 
| THE BibLe Game the film's: It's the 1930s the time of the Great from a tree branch, and power-bombing a voice talents of the 
What did Noah build? Who led the Israelites out of Depressi @ rise of Hollywood B oair of T-Rexes while the camera dramati movie's cast, including 
Egypt? Where did Adam and Eve live? If you know grade im ’ | Denham (olayed by cally swoops and pans but somehow doesn't [GRURASI Ean 
the answers to these questions, then The Bible Jack Black! is tonking for a hit and thinks h seem to hamper gameplay. Watts, Adrien Brody, 
Game might be your cup of tea; if you don't, this may have by filming 9: rious ' tell you more details about what it's and Jack Black. 
could prove to be a handy tutoring tool. tropical istand His cas rew (y like to body slam a dinosaur (and play as 

V Jack Dr ! 4 ouny human Driscoll) in our December Kong 

(Winx Cuup Brodv and 2 nn Darrow, olaved cover story. You'll also get a chance to find 


Konami loves reaching out to audiences of all by Naom’ \ id wr they bargain ov for yourself what it’s like to be Kong in 
kinds, as evidenced by Winx Club, a whimsical Ll the er giant or the exclusive playable demo coming on the 
third-person action game (targeted toward girls) t avergrown ape = December disc 

that's based on the animated series about young I ge yo ing both as Nriscol! 

witches saving the world from evil. t : , 
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SONIC + SHOOTING =? 


You remember Sonic. You know, blue 
hedgehog, runs really fast, bounces on 
things, and frees furry animals? You 
remember those 3D games he was in, such 
as Sonic Heroes? (Yeah, you probably don’t 
want to, but bear with us here.) OK, picture 
that 3D, hyperactive platforming formula 
only edgier, and with guns. 

That's pretty much Shadow the Hedge: 
hog in a nutshell. Shadow himself is essen. 
tially Sonic with body detailing: black fur, 
red highlights—and, oh yeah, big-ass guns. 
The addition of firepower to the formula 
makes Shadow play almost like a Ratchet & 
Clank game in fast-forward...only a lot less 
easy on the eyes. 

Guns and grit aren't the only additions, 
though: Shadow actually has a backstory 
and a series of good-versus-evil choices in 
front of him that will affect the game's 
(gasp!) story. We don’t want to get too down 
on the game at this point, but, well, Sonic 
Heroes wasn't exactly Game of the Year 
material, so forgive us if we restrain our 
enthusiasm for the time being 


Sega Sega 


THE JOY OF X 


If, after hearing about Jak X, you went back 
and played the dune buggy bits in Jak 3, 
you'd be forgiven for having zero interest in 
this racer. While the free-roaming, Smug: 
gler’s Run-like segments were great, the 
actual buggy rac 
Now, listen cle 


s were frustrating as hell 


Do not worry. The, 

s of Jak 3 
have been completely overhauled so that the 
game bears much more of a resemblance to 
Naughty Dog's excellent Crash Team Racing 
than anything else. Only we don’t remember 
CTR boasting de 
damage model for its karts, or six-way online 
multiplayer. Or upgradeable vehicles that 
were customizable down to goofy acces 


shall we 


ay, “demanding” phy: 


ructible environments, a 


sorie 


. And we're positive you couldn't 
unlock new items in CTR by plugging in your 
PSP with a game save from the upcoming 
portable platformer Daxter. 

But yes, all this is found in Jak X, plus 
weapon pick-ups, deathmatch arenas, an 
hour of cinematics advancing the Jak and 
Daxter story line, and a dozen or so race 
courses with alternate pathways. 


y CEA Dev, Naughty Dog 


It’s pretty bizarre 
that Ratchet has 
evolved from a 
fun, lombax-filled 
platformer series 
into a fast-paced 
hardcore action 
title. While the 
press tried to ele 
vate Killzone into a 
Halo killer 


out that Ratchet is 


it turns 


now a lot more like 
Halo than even 
Killzone. Robotic 
armored hero 
Squadmates that 
fight alongside 
you. Weapons that 
blow stuff up all 
pretty like. Sounds 
like 
The levels are 


Halo to us 


hectic and action 
packed. One mis 
sion requires you 
to defend against 
an onslaught of 
robotic bomb: 
wielding zombies. 
And since this is 
some sort of inter 
galactic reality 
show, there will 
be plenty of 
boss encounters 
under the guise 
of fighting other 
contestants. 


NOVEMBER 


| ZaTHURA 

Some might describe Zathura as “Jumanji in 
space,” and they wouldn't be off 
written by the same guy. The game (based on the 
upcoming movie, which is based on the book) 
follows two brothers who are playing a mysterious 
board game; instead of bringing a jungle to life in 
their living room, however, they are transported to 
outer space and must figure out how to get back to 
Earth in this action-adventure game. 


both were even 


[SHrex SuperSiam 
Beat the crap out of all your favorite Shrek charac 
ters in Activision's Shrek SuperSlam. Sorry, there's 
no mode here for beating the crap out of the 
game's designers. 


| SHamu's BiG ADVENTURE 


Journey with Shamu as he makes his way through 
the world in Shamus Big Adventure. Then imagine 
Shamu’s big whale eyes getting bigger when he 
finds out there is no basement in the Alamo. 


[TeeNace MUTANT NINJA TurTU 


Saying that the last TMNT game wasn't too hot is a 
massive understatement, but Teenage Mutant Ninja 
Turtles 3: Mutant Nightmare promises better multi 
player features. As in the last game, the original 
arcade TMNTis available as unlockable content. 


| WiTHOUT WarNinc 


The members of Core who broke away from Lara 
Croft's overmilked teat have come up with a new 
24-style third-person action game, Without Warn- 
ing. It’s being published by that fine purveyor of 


Eastern conflict games, Capcom. 


[Deve Kine 


We think that Capcom should have given Devil 
Kings the name Devil Dynasty Warriors—but we 
mean that in a good way. Choose a fighting style 
and then try to unite the enemies of ancient Japan 
into one big happy family. 

| LEGEND OF I aes anaes 
We only need to say one thing about Legend of 
Kay. It stars a ninja cat. We are so excited by the 
prospect of a ninja cat that we have each pre- 
ordered 10 copies of the game. If you are not as 
excited as we are, then you must be a communist. 


| Drason Batt 2: Buo 
We're OK with the existence of yet another DBZ 
game, as long as it isn't Sagas. Since Atari's latest 
installment is Dragon Ball Z: Budokai Tenkaichi, 
our luck appears to be holding. 


TENK 


| FiNaL FiGHT: STREETWISE 

Capcom packs a 3D punch with Final Fight: Street- 
wise, the latest in its legendary arcade-brawler 
series. Earning the respect of your peers will be 
one of the key components of the game (you'll be 
able to do this by kicking people's asses and win- 
ning minigames), so start listening to some Aretha 
now to get inspired. 


m | 5? 


GOOD TIMES NEVER SEEMED SO GOOD 


You know you've always wanted to sing along to “Sweet Caroline.” 
Well, you closet Neil Diamond fan, now's your chance, with Karaoke 
Revolution Party. The fourth installment of the sing-along series is 
sure to turn on your heart light with that classic, plus 49 more songs 
ranging from golden oldies to cutting-edge hits. 

But new songs are just the beginning. Witness “sing & dance” 
mode, which adds dance steps to your routine with the use of an 
optional Dance Dance Revolution dancepad. More peripheral fun can 
be had with an EyeToy, which beams your real-time image to video 
screens in the game. If that doesn’t float your boat, you'll also be 
able to customize your in-game character 

And what would a party be without a multiplayer tournament, 
which expands on the series’ two-player mode for mass competi 
tion? And, of course, you'll still be able to sing duets, too. So limber 


, people. It’s time to sing 


up your larynxe! 


Konami Harmonix 


Two upcoming 
titles will let you 
use your PS2 ina 
practical fashion. 
Chat lets you use 


| your console as a 

| videophone. You'll 
be able to talk with 
anyone else online, 


HEY MR. DJ, PUT A RECORD ON MOVE OVER, HENDRIX and while the pic- 
ture isn’t the best 
The game that virtually launched the rhythm-music genre is finally For years, those who've imported Japanese PS2 games sang the quality, it gets the 
(and by “finally,” we mean “eight years after its debut”) coming to praises of Konami's Guitar Freaks rhythm game, but the chances of it | job done. It even 
the United States, boasting more than 50 pop, techno, drum ‘n‘ bass, | coming to North America were always slim. While Konami sits on its | includes simple 
trance, and house tunes. If you're not familiar with the Beatmania butt, RedOctane has taken the reigns with Guitar Hero, a guitar games (like check. 
phenomenon, allow us to lay down some education. rhythm game in the same vein as Konami's Guitar Heroes, but with ers) that you can 
As in a game like Dance Dance Revolution, players of Beatmania more features and an even better guitar peripheral play with a friend 
must hit marks in time to music, prompted by icons scrolling on the The peripheral itself features two more buttons than the Konami SpyToy lets you 
screen. But Beatmania is controlled with a simplified hybrid key: guitar (for five total buttons on the neck) as well as a whammy bar. use the EyeToy to 
board/turntable controller. You hit the appropriate notes on the keys Also, the company has been considering the use of a mercury sensor set up surveillance 
of the keyboard and go to town on the turntable bit when prompted so that it can tie in movement of the guitar into the game. As far as cameras. There are 
Expect some licensed tunes, but since Konami hasn't started the soundtrack goes, you can expect music from artists such as the also minigames 
throwing around names of songs or performers yet, it remains to Red Hot Chili Peppers, Boston, Megadeth, the Donnas, Jimi Hendrix, | here, including 
be seen whether Beatmania’s music roster will lean as heavily 2Z Top, Black Sabbath, White Zombie, Queens of the Stone Age, bomb disarming 
toward Japanese performers as its predecessors have. Our guess is | David Bowie, the Ramones, Franz Ferdinand, Deep Purple, Cream, 
no, but you never can tell and Sum 41. Rock on, my friend Sony CEA =~ Sony 
Konami Konami RedOctane Harmonix 
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Beat Down: Fists OF VENGEANCE 
Forget love—these guys are about the money. In 
Capcom's Beat Down: Fists of Vengeance, you'll 
play as members of a group of mercenaries who 
are chasing down enemy drug cartels and exact- 
ing revenge. Five different characters will be 
playable, including Aaron, the bastard love child of 
drug overlord Zanetti. 


Rosue TROOPER 


available have dropped from 18 to 14, this iteration 
has added the option of a tell-and-bluff system. 


IHRA Dras Racinc 


Bethesda is retooling /HRA Drag Racing to be a 
little more console friendly with new arcade 
modes. For the more hardcore, there's still the 12- 
event season. 


Worto Racinc 2 


Though it would make sense to assume that World 


Racing 2is a sequel to 2002's Xbox-only World 
Racing, that assumption would be wrong. The 
game is actually a sequel to the 2003 European 
racer Mercedes-Benz World Racing, although a 
variety of vehicle manufacturers will be repre- 
sented. Feature of note: The game includes a 
realism meter, which allows you to pick one of five 
settings ranging from “arcade” to “simulation.” 


psp 


Based on the comic of the same name, Rogue 
Trooper is a third-person shooter set in the futuris- 
tic world of Nu Earth. Your goal is to avenge the 
deaths of your fellow soldiers by tracking down 
and killing the Traitor. What distinguishes this from 
the pack of other sci-fi-tinged action games? The 
protagonist picked up the bio-synth chips from 
three of his murdered squadmates, so he'll have all 
of their abilities on tap as well as his own. 


Fi Grano PRix 
All of those F1 fans who have been weeping over 
their bereft PSPs can dry their eyes: Fl Grand Prix 
is coming to the handheld system. You'll be able to 
import your own music into the game, and of 
course, there will be wireless multiplayer, with up 
to eight players able to compete against each 
other. You'll also be able to download updates, so 
all the season's stats will remain up to date. 


SNIPER ELITE 
It's 1945. World War II is just winding down. You're 
a sniper for the OSS in third-person stealthfest 
Sniper Elite. Add some Coke and Krispy Kremes 
and start shooting. 


Payout Poker AND Casino. 


I NBA Live 06 


NOVEMBER 


course! The Apprentice allows you to grovel at the 
feet of The Donald in hopes of obtaining a virtual 
position in his company. You'll also get to enjoy 
digital avatars of George and Carolyn, plus past 
Apprentice contestants. 


THe GODFATHER 
The Godfather is coming in a portable flavor, so 
you'll be able to work on your family connections 
while on the go. Presumably it will be similar to the 
full-size version, which has you working your way 
up the ladder to become the Godfather, though 
specifics have yet to be revealed. 


Harry POTTER AND THE GOBLET OF FIRE 
When we say “Pocket Potter,” we don’t mean 
‘some sort of portable planting device or a minia- 
ture toilet, we mean the PSP version of Harry Pot- 
ter and the Goblet of Fire. Pretty much everything 
from the PS2 version of Harry Potter is maintained 
in this PSP game, and the PSP also adds Wi-Fi 
play, so you and your PSP compadres can each 
play one of the three wizards. Good times, indeed. 


THE Sims 2 
The PSP version of The Sims Zis based on the 
same concept of storytelling that drove the PC 
game. Here, you're dropped into Strangetown, and 
find yourself helping Bella Goth recover from a 
recent alien abduction. If you like a friend’s Sim 
better than yours, it's no worry—thanks to Wi-Fi, 
you can simply beam him or her on over. 


Even though he didn't quite squeak out a champi- 
onship, NBA Live 06 cover athlete Dwyane Wade 
{of the Miami Heat) will grace EA‘s first venture 
into regulation NBA games on the PSP (as well as 
the covers of the console versions). 


Create an avatar and then hit the town(s) in Payout 
Poker and Casino. Choose from a variety of poker 
games (Texas hold ‘em, five card stud, Omaha) or 
casino standards like roulette or blackjack. Win big, 
and you'll get to blow those virtual winnings on vir- 
tual loot in the virtual gift shop. Yee-haw. 


Worio CHAMPIONSHIP POKER 2 
Professional poker player Howard Lederer (brother 
of Annie Duke) is the face of this year’s World 
Championship Poker 2. Although the types of poker 


SSX on Tour 


WRC 


For people whose taste in racing goes beyond 
“turn left,” Sony Europe is bringing WAC to the 
PSP. Make your way through the 16 rally circuits 
around the world. It, of course, includes wireless 
multiplayer, allowing up to eight players. 


The SSX franchise is getting a new look (with sim- 
ple line drawings gracing the interface), new 
equipment (pick between snowboards or skis this 
time around), and new merchandise (from the likes 
of K2, Burton, and Anon), so it seems only fitting 
that it also comes to a new platform (PSP). 


THE APPRENTICE 
What do you do when your hit series starts to 
founder? Why, make a licensed videogame, of 


Metat Gear Acio 2 
Kojima Productions is aiming to make Metal Gear 
Acid 2a faster, prettier sequel. No more gray hall- 
ways and dark bases—now we get crazy manga- 
style color schemes and outrageous cel shading. 
While the gameplay will be the same, the new 
cards and interface tweaks will work to make the 
experience itself quicker and more compact so that 
you don’t miss your bus stop while trying to finish 
up a mission. 


Collins College Your profession. Our passion. 


Moin Compus - Tempe, AZ >> West Campus - Phoenix, AZ 


Collins College offers a Bachelor of Arts degree in Game Design and 
a Bachelor of Arts degree in Visual Arts with a major in Game Art. 


CALL NOW 

FOR MORE 

INFORMATION 

Collins College is accredited by the Accrediting Commission of Career Schools and Colleges of Technology 


(ACCSCT). al Aid is available for thos 
a branch of Collins College. Not all programs available at 
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Career services assistance. Collins College West is 


all locations 


| Guity Gear JUDGMEn 

Majesco has brought back your favorite wacky 
fighters in Guilty Gear Judgment. Join Jam 
Kuradoberi, Ky Kiske, Sol Badguy, and 17 others as 
you battle your way through 20-plus levels in single 
player. The word is that this title is based on Guilty 
Gear Isuka, which hit American PS2s last fall. 


| Payout Poker ano Casino 

Namco's not saying what, if anything, will distin- 
guish the little version of Payout Poker and Casino 
from its console siblings, but the company has 
promised that it will offer you the chance to take 
your gambling on the go. 


| CHRONICLES OF NarNi 

The PSP version of Buena Vista's Chronicles of 
Narnia sounds like it's going to turn out to be a 
straight port of the PS2 version, only we're expect- 
ing ad hoc multiplayer support for four-player 
minotaur-bashing to cast a spell of Christian alle- 
gory in a 100-foot radius around your PSP. 


| Marvet Nemesis: RISE OF THE IMPERFECT: 


The structure of fighting games lends itself well to 
the PSP, which is part of the reason we're excited 
to see Marvel Nemesis: Rise of the Imperfects (the 
other part definitely isn’t that we spend a lot of 
time daydreaming that we are superheroes). 


| Toxosot 

Clearly inspired by puzzle-strategy games like 
Lemmings and Pikmin, Tecmo (primarily known for 
its Xbox games) is making its PSP debut with 
Tokobot, an action-adventure in which you, as hero 
Bolt, must lead your “tokobots” through ancient 
ruins in a bid to save the world from a horrific end 
You'll start with six tokobots and gather more as 
you progress through the game. Using team com- 
bos, your tokobots will help you negotiate obsta- 
cles and traps and fend off enemies. Tokorific. 


| ViewTiFuL Joe: VFX BattLe 

Its unique cel-shaded 2D art style, quirky story and 
characters, and old-school beat-em-up gameplay 
spelled instant classic for Viewtiful Joe when it hit 
store shelves in 2004. This year's follow-up, Viewti- 
ful Joe: VEX Battle, introduces two-player modes, 
both competitive and cooperative, that utilize the 
PSP's Wi-Fi features. Henshin a-go-go, baby! 


| Loro oF THE Rincs: Tactics 


From the team that brought you last year's Lord of 
the Rings: The Third Age comes a slightly different 
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NOTHING A LITTLE LASER SURGERY WON'T FIX 


Those of you who are prone to spending long, tequila-soaked nights 
in Mexican border towns are no doubt familiar with the 


experience 
of waking up with a tattoo whose origin 
what would you do if, night after ght, th: 

That's the situation young Rei Kurosaw 
the death of her fiance 
she is plunged into a horrible nightmare in which she is 


complete mystery. But 
ttoo kept growing 
finds herself in following 
ry night 
ced to 
explore the House of Sleep, a vast estate populated by souls cursed 
with an evil tattoo. And each morning, she wakes to discover that 
same tattoo growing on her own body. 
Armed only with the occult Camera Obscura and the help of two 

friends, Rei must solve the mystery of th 


accident. Since that tirr 


n aca 


2 tattoo before it claims her 


entirely. As in previous Fatal Frame episodes, the 


to th 


mera serves as 
‘s many puzzles 
rits. But unlike in pre- 


both weapon and guide, revealing clue: 
when it's not being used to battle at 
vious games, you'll now choose whic er you'll control. Will 
you choose the well-balanced Rei, the nimble Miku, or the muscular 
Kei? Choose wisely, or you'll icked into the nightmare forever. 
ould just lay off the tequila in the first place. 


gam 


Of course, you 


READY YOUR CHAIN SAW 


The best GameCube game yet—heck, one of 
the best games overall in 2005—is finally 
landing on the PS2. For those of you without 
GameCubes, this is the Resident Evil title 
that completely redefines the franchise: RE4 
is a fast, tense action-horror title. It’s easy to 
be scared of the translation, as the Game- 
Cube version graphically pushed the little 
Nintendo machine to the limit, and the PS2 
just doesn’t have the same technical horse: 
power as the GameCube. Yet these screens 
show that the graphics, while not a picture 
perfect translation, hold their own 

One of the few criticisms of the GameCube 
version was its use of letterbox. Sure, the 
game looks more cinematic because of it, 
but gamers with widescreen televisions got 
the same black-bar treatment as everyone 
Capcom Japan won't talk details, but 
it's claimed that the PS2 version will support 


true widescreen, so if you have a spiffy tele 
vision, RE4 should fill up all of it. Other 
enhancements include a bevy of new 
weapons (one, the plagas-removal laser 412, 
is pictured above). And yes, for you crazies 
out there, there will be a PS2-compatible ver- 
sion of the RE4 chain-saw controller. 


you'll be more e. 


when the ass 
Mrs. Hitman. 


Eidos 10 Interact 


ily re 


THE BALD AND THE BEAUTIFUL 


Money may be the root of all evil, and that's just fine for Agent 47— 
as long as it's in the form of cold, hard cash. The gaming world’s 
most beloved assassin is back in Blood Money, with a fresh story, 
bigger, better weapons and equipment and an all-new upgrade path 
A skillful kill means a big payday, and the cleaner and quieter the hit, 
the greater the fee. Cash accumulation leads to dozens of upgrades, 
including silencers, faster reload times, and increased accuracy. 
Blood Money features larger, more detailed environments (the 
casino level we saw looked sharp, down to the decorative Arabian 
Nights theme), and the improved lighting and camera control make it 
easier to execute stealth hits (notoriety plays a factor as well, so 
while you will be able to complete a mission with guns ablazin’, 
ognized in later missions). As the story goes, 
our hair-challenged Agent 47 finds himself in the middle of a war 
between rival assassination agencies, and already a few of his col- 
leagues have been bumped off. Could he be next? What happens 
assin becomes the mark? Let's just call this one Mr. & 


BECOME THE CHOSEN ONE—FINALLY 


2003's Enter the Matrix’s standing in gaming history is a dubious 
one. It sold in the millions yet was widely seen as an overhyped criti 
cal disaster. Mired with bugs, it did not have you play as Neo; 
instead, secondary characters Niobe and Ghost drove the story. 
Developer Shiny—led by stalwart designer Dave Perry—is setting 
things right with its latest effort, The Matrix: Path of Neo. |In a stroke 
of game-design genius, here’s a Matrix game that actually has you 
play as Neo in a third-person action-adventure setting. 

Dubbed a “director's cut” by Perry, Path of Neo follows the chose 
one through a plot that includes all the events from the three Matrix 
films, but with a new ending and other additions. This plot construc 
tion lets Neo build his powers and abilities in a logical way, and allows 
film footage to be used for cut-scenes. It also means the return—at 
least in likeness—of the film's stars, including Keanu Reeves (Neo), 
Laurence Fishburne (Morpheus), and Carrie-Anne Moss (Trinity) 


Atari Shiny Entertainment 


HOW THE WEST WAS WON 


The folks at Neversoft want to prove that 
they're more than just dudes who can 
make skateboarding games. Now, don’t 
assume this is Tony Hawk with horses, or 
even a game version of the Clint Eastwood 
classic Paint Your Wagon. \t's a harsh 
Western—the developers cite Deadwood, 
Unforgiven, and Cormac McCarthy novels 
as influences. Neversoft president Joel 
Jewett describes the tone of Gun as such: 
“You're 18 to 20 years old, you walk into a 
bar, and everything you want is available 
to you: cards, whiskey, whores. But every: 
one else in the room has a f***ing gun!” 
Expect to see lots of horses and third 
person gunplay as you ride around the 
streets of Dodge City, righting wrongs and 
shooting scoundrels and seducing prosti: 
tutes. Maybe you'll have a shoot-out 
against Tony Hawk's great-great-great- 
great-grandfather or something 


visior Neversoft 


NOVEMBER 


take on the LOTR RPG. Think Final Fantasy Tactics 
meets Middle-earth; LOTR: Tactics includes all the 
characters and settings from the LOTR films, plus 
content from the newly acquired LOTR book 
license. The PSP has been in need of good RPGs, 
so let's hope this is the one to lead them all. 


| Pac-Man Worto 3 


Itis a proven scientific fact that Pac-Man will 
never die. Witness the impending arrival of Pac- 
Man World 3, the roaming 3D platformer from 
Namco. Never fear, Pac-Maniacs, the game isn't 
only in 3D; Pac’s platforming will be interspersed 
with segments set in classic levels from the old- 
school arcade games. 


| Neopets PeTPET ADVENTURE 


The amazingly popular Neopets franchise (the free 
website boasts more than 265 trillion page views) 
is also coming to PSP. Neopets Petpet Adventure: 
The Wand of Wishing will be a third-person action 
game with four different playable characters; the 
story follows a pair of Neopets who are snooping 
around Neopia and discovering hidden realms 


| SOCOM: Fireteam Bravo 


If you just can’t stand to be away from your 
SOCOM clan, you're in luck. SOCOM: U.S. Navy 
SEALs Fireteam Bravo will let you get your shoot- 
ing on while away from your TV, and it will even 
support online play (and yes, clans), so you can 
fight terrorism while kicking back with a latte at 
Starbucks. Truly, the future has arrived. 


| MorTaL Komsat: DECEPTION 


Yes, you guessed it. The PSP version of Mortal 
Kombat: Deception is essentially a port of the PS2 
version, so you can expect many of the same fea- 
tures, including the konquest adventure mode and 
a variety of minigames, including Puzzle Kombat, 
Midway's version of Capcom's Puzzle Fighter. 


| Pursuit Force 


Think of Pursuit Force as Grand Theft Auto set 
entirely during a highway chase sequence. You 
start by barreling down the motorway in a hot-rod 
cop car with a pistol in hand. Drive close enough 
to the perp and you can actually leap out of your 
car and onto his, and then fight your way from the 
hood of his car to the driver's seat. Sounds like a 
fantastic training video! 


| XvaNIDE 


Playlogic is kickin’ it old school with its 3D shooter 
Xyanide. Wi-Fi multiplayer, lots of weapons, and 
just general wave-after-wave action promise fun 
for the just-pick-it-up-and-play crowd. 


STREET FIGHTER ALPHA 


It was bound to happen at some point: The Street 
Fighter Alpha series is making an appearance on 
the PSP. Capcom's not saying much about the 
game, but it’s a pretty good bet that it will be nearly 
identical to the GBA version in terms of features 
and extra characters. Most fans will be happy to 
know that it will support wireless multiplayer. 
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| don’t want to suggest I'm a fat slob, but the 
fact of the matter is, | hate to exercise. Not 
because | despise physical exercise (| played 
soccer and ran track in high school) but sim- 
ply because it’s so damn boring. Some peo- 
ple might think it’s fun to run around for an 
hour or lift weights or whatever, but | would 
typically rather dip my head in a bucket of 
lye. As they say, your mileage may vary. 
Fortunately for me, I've found an exercise 
program that | actually like, which is to slap a 
DDR Extreme disc in my PS2 and then hop 
F-TeolVlave M1 <-M- lame l(e) ai Colm Me (elete Mar-)i mare! ] eam Malt) 
regimen has two advantages. First, it’s excel- 
lent aerobic exercise, and thanks to the 
game's workout mode, | can actually see 
how many calories | am burning per song 
(regrettably, not a whole lot—it takes 10 
songs or so to burn off a Snickers bar, which 
puts a Snickers bar in a whole new perspec- 
tive). Second, it’s not boring; perhaps 
because | took two years of dance (shut up!), 


THE WATCHDOG 
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is our man keeping an eye on things 
for the benefit of all gamers. You can see more of his 
thoughts at www.scalzi.com. 


hitting dancepad buttons to a beat actually 
seems like fun. The point is, I'm now doing a 
half hour of cardiovascular-intensive exercise 
a day, which, for a guy of my age and habits, 
is not a bad thing at all. 

Clearly I’m not the only one who thinks 
this way (evidenced by the fact that a calorie- 
counting workout mode is packed in), but 
what's interesting is that health insurance 
providers are beginning to gauge the value 
of using videogames to inspire kids to exer- 
cise. Today’s kids are struggling with obesity, 
like other Americans, but the implications of 
their obesity are more significant, since peo- 
ple who are obese when they are younger 
often have more serious health problems as 
they get older. And like me, many kids these 
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wear a pedometer to keep track of their 
movement, and keep a log of their exercise. 
If the study shows that these games can help 
kids cut their weight, it could have interest- 
ing repercussions for two industries: health 
and gaming. On the healthcare front, one 
might be able to argue that paying $300 for 
games now will save hundreds or thousands 
of dollars in obesity-related health issues 
later. For gamemakers, well, there’s a gold 
mine waiting to happen in the creation of 
health-related, physician-prescribed games. 
Dance-related games could be just the 
beginning of the doctor's orders: How about a 
shooter in which you have to step in order to 
move forward or back? Fighting games that 
rely on arm and leg movements? The games 
and hardware are already out there (or on the 
way), and the next-gen consoles and their 
peripherals will likely offer even more control 
and opportunities for exercise. While 
videogames will probably never lose their 
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GAMES CAN BE A SOLUTION TO 


videogames. 

This is why the West Virginia Public 
Employees Insurance Agency launched a 
$60,000 study earlier this year to see if 
games like DDR can help overweight kids 
lose weight and keep it off. In the study, the 
insurance agency covers the cost of the con- 
sole, the game, and the dancepad. The kids 
play the game for a certain amount of time, 


reputation as being for “slackers at a con- 
troller”—there will always be more games 
that require button mashing than actual 
movement—tt's good to see that even if peo- 
ple anecdotally slam videogames for being 
behind America’s obesity problem, there's a 
recognition that games can be a potential 
solution to America’s obesity problem. 

For my part, I'll tell you this: I’m looking 
quite svelte these days. ¢¢ 


The next big thing 
in entertainment is 


surprisingly small. 
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256m led do more than games — like get into digital audio, watch videos, 
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se s=. SB SanDisk Memory Stick PRO Duo™ and SanDisk SD™ cards are 


the best way to save game levels. They’re also great for down- 
loading digital audio, cheat codes, characters, skins and more. 
Which is why we say the future of gaming is all in the cards. 
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UMD DEMO DISC HITS JAPAN 
The second issue of Famitsu PSP had a special treat trapped inside its pages: 
the world's first UMD demo disc! Sony has always claimed that UMDs are cheap 
to make, and a magazine bundle is nice proof. The actual contents are a bit 

Sparse, with only a playable demo of action-RPG Tenchi no Mon. No videos, 
music, no game saves—well, there’s always Issue #3. 
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UMD VIDEO KILLED THE MP3 STAR 
On UMD—Sony's proprietary disc format for the PSP—games are region free, 
but UMD videos are highly region restricted; Japan’s and America’s UMD game 
markets are largely identical, but the markets for UMD videos have taken rapidly 
divergent paths. In Japan, the most popular UMD videos aren’‘t Hollywood block 
busters, but music video collections. Right now, there are more video collections 
available than “regular” movies, with plenty more on the way. Synergy with 
Sony's Japanese music label and the lack of international licensing issues make 
them an easy and attractive proposition 

Collections are 2,500 to 4,000 yen (about $23 to $36) and movies are around 
4,000 yen. Though high by U.S. standards, these prices are competitive with 
Japanese DVDs. Each collection includes six to 12 video clips; some include 
“making of” videos and tour footage, as well. Top-selling artists like Chemistry, 
Mika Nakajima, Yuki, and Asian Kung-Fu Generation are available on UMD. 
Music videos are a natural fit for the Japanese marketplace, as most urbanites 
have a 30- to 60-minute train commute each day—too short for a movie, but just 
long enough for a few videos. 


BUILD AN ADVENTURE! 

Old-school adventure games may be dead in the States, but they're alive and 
well in Japan, where the genre still sells to a small but sustainable audience. 
Japanese adventure games tend to be dialogue heavy and focus on simple 
puzzles, character interaction, and branching narratives. The closest Western 
equivalents would be the old Infocom text adventures or graphic adventures 
like Myst (Ubisoft) or Escape From Monkey Island (LucasArts). The best-known 
Japanese adventure is the dating sim Tokimeki Memorial; mystery and horror 
games also top the list. 
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The adventure genre’s easily scripted gameplay and high-content/low-cost fac 
tor make it a favorite of smaller development houses. And now, From Software 
(Armored Core, Otogi for the Xbox) is making adventure-game creation possible 
for the masses. From’s Adventure Player software for the PSP lets you create 
your own adventure games. The software comes with three full adventures, with 
more than a dozen “mini-adventures” planned for release via download. 

Most exciting about Adventure Player is ADVP Studio, the PC-based creation 
tool for your PSP adventures. Previous “creation games,” such as RPG Maker 
(Agetec), required gamers to build their games on the target system itself. This 
made it extremely difficult to use custom graphic and sound resources in the 
game and made programming and text entry cumbersome. By separating the 
creation platform and the gameplay platform, Adventure Player provides far 
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more freedom than found in previous console-based creation tools. The PSP is 
the first console—portable or otherwise—to connect easily and freely to the PC. 
Imagine creating custom car decals in Photoshop or using simple XML to script 
events in a custom skate park. Simple and free PC connectivity is one of the 
PSP's secret weapons and one that more developers should take advantage of in 
their second generation of game software. 


EMULATION HITS THE PSP; SONY HITS BACK 

When the PSP debuted, Sony proudly announced that it would never force own- 
ers to install unwanted firmware upgrades. This noble stance lasted only until 
hackers started running unsigned software (emulators, for example) on the 1.0 
firmware, proving that it’s easy to be idealistic when profits aren't on the line. 
Less than one week later, new games required a firmware upgrade before they 
would run. The default U.S. firmware, version 1.5, was recently compromised as 
well—will Sony take the same hard-line stance with its U.S. customers? « 
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‘America’s Army From Combat to Console ADVERTISEMENT 


ep ] glgh eet ® Fs _ In 2001 Captain Jason Amerine was among the first 

Al \ aes fog g troops to drop into Afghanistan. Now, in 2005, he 
hy -and his fellow Soldiers are helping Ubisoft create | 
es ‘the most authentic military console game ever. 


7, ee fey 4 In' mid-November 2001, Captain Jason Amerine was in the heart of 
BY Taliban territory, in the town of Tarin Kowt, Afghanistan. The Taliban, 
ee having been driven out of the town by the local people, had regrouped i 
a : if eae ) oguemeand were advancing toward the town in a large convoy of approximately i 

400 men. Captain Amerine was leading an A-team of 11 men from the | 

Army's 5th Special Forces Group. Hamid Karzai, a Pashtun leader with 
whom: Captain Amerine was working, had assembled a group of 30 to | 
40 indigenous fighters. Captain Amerine hoped that air strikes, coupled i 
i 


extensive planning, would be enough to defend the town and keep 


eet Hamid Karzai alive. 
ite Three years later, Major Jason Amerine (he-has since risen in rank) 
* and a team of Soldiers were given a slightly different mission: to work 
Ee * with Ubisoft's game developers to create America’s Army:” Rise of a | 
. Y Soldier: Designed, developed and originated by the U.S. Army, the game 


‘> authentic military console game available. 


) From Combat to Console 


ADVERTISEMENT 


“America’s Army is the most realistic military game, 
because it was created by the actual source. 
Developed by real Army Soldiers and based on real 
Army missions, this game gives you the true Army 
Soldier experience.” 
—Major (r) Chris Chambers, Deputy Project Director 


Major Amerine, an avid gamer, began 
his work with America’s Army as a 
Mission Development Officer on the 
highly successful original PC game. 
He saw this mission not only as an 
opportunity to create games he would 
want to play, but also as a way to 
communicate the true Army experience. 

In 2004 the Secretary of the Army 
entered into an exclusive licensing agree- 
ment with Ubisoft to develop the first 
authentic Army console game. This was 
something of a historical agreement, 
as the Army had never before granted 
this license (and, more pointedly, the 


game mission, just as in the 
real world, requires making smart, quick 
decisions in the heat of battle. 


eo 


unparalleled access to the Army's vast 
assets and resources that came with 
it) to any console game publisher. 
However, in order to ensure Rise of a 
Soldier maintained the Army's rigorous 
standards of authenticity and realism, 
the Army maintained creative oversight. 

During the creation of Rise of a Soldier 
with Ubisoft developers, Major Amerine 
and a team of Special Forces Soldiers 
helped to construct missions faithful to 
their real-life experience in Special Forces 
“[Ubisoft] wanted to make something 
unique,” Major Amerine said of the devel- 
opers. “So | went to them with my list of 
the things | wanted. And what was really 
cool was they had very similar ideas. They 
did an incredible job—in a way it felt like 
being Special Forces again.” 


@ Major Amerine is outfitted in a 
tracking outfit designed to capture 
his movements for the game. 


Major Amerine was also eager to 
prevent the usual flaws in military games 
from creeping into Rise of a Soldier. “One 
of the biggest things you learn about 
moving on the battlefield is to get 
down,” he explained. “If somebody's 
shooting at you, you want to get down. 
In a lot of the games they actually 
reward you for not getting down, but 
jumping around and doing all this silly 
stuff that you'd get shot doing.” 

Creating strategies and evaluating 
objectives within the Rise of a Soldier 
gameplay actually mimicked the decision- 
making process of a Sergeant during 
a mission: maps and 3D images were 


America’s Army From Combat to Console 


Elements within the game are digital replicas of 
environments, equipment and weapons found in 
Afghanistan. 


ADVERTISEMENT 


“In real-world tactics there’s no right or wrong...But those are choices you have 
to make on the battlefield. And in the game, it works exactly the same way.” 
—Captain Erich Fellenz, Mission Development Officer 


evaluated for cover and concealment, 
overwatch, and ability to support other fire 
teams—precisely the type of planning al 
Army leaders perform in their real-world 
missions. Knowing where to put your men 
and when to put them there “is something 
that comes from, quite honestly, years o 
experience in doing it on the ground,” says 
Army Special Forces Captain Erich Fellenz, 
Mission Development Officer for the game. 

Being able to form a game based 
on these real-life experiences is wha 
gives Rise of a Soldier its edge. To 
further their knowledge and under- 


standing of an Army Soldier's life, the 
developers were sent to Fort Lewis in 
Washington state and Fort McClellan, 
Alabama, where they received training 
and experienced mock combat mis- 
sions. Weighed down with combat gear, 
the developers were taught how to 
assemble, load and fire an M4 Assault 
Rifle; they were also treated to a lesson 
in room clearing and advanced urban 
combat, complete with live (and loud) 
ammunition. All of this was done to 
ensure the console game was not only 
optimized for console game play, but 


also unique and authentic enough to be 
an Army game. 

One of the most distinctive aspects of 
Rise of a Soldier is Career mode, which 
allows players to experience just what 
it takes to become a high-ranking 
enlisted leader in the United States 
Army. This feature is just as detailed as 
every other in the game, having been 
informed by the experiences of the 
Soldiers working on the game. The 
Soldier begins as a basic rifleman and 
progresses by accumulating experience 
and developing value-based skills until 
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CAREER MODE 
Do you have what it takes to be a Special Forces Team Leader? 
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“In Rise of a Soldier players can actually create 
a persistent character online and build him ES ENSALERAIONE 


from match to match.” 
—Major (r) Chris Chambers, Deputy Project Director 
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Career mode takes you through a career in the U.S. 
Army, from rifleman through Special Forces. At the outset of 
the single-player and multiplayer game, players create a 
Soldier from unique faces, home states and corresponding 
regional accents as diverse as the Army itself. The Soldier 
then, like a real Army Soldier, has a distinct way of interacting 
with others. 

Players rise through the ranks by completing Missions 
and acquiring Experience Points. Experience Points are 
then used to raise your in-game Soldier Skills. | A PV2 ALPHA ONE 
For example, raise ae 
your leadership 
points and you'll 
increase the skills of 
the Soldiers under your 
command; raise your 
marksmanship points 
and improve your 
accuracy. These skills 
are an authentic, although 
partial, reflection of what it takes 
to succeed in the Army and advance in rank. 

Missions are not evaluated by number of bad guys killed. 

They are completed when a player accomplishes a mission 

and has acquired skills up to Army standards. That means | See 
making smart decisions, staying calm under fire and 
working with the team in order to achieve the objective. 

As a Soldier moves through combat, the Combat 
Effectiveness Meter (CEM) provides a real-time assessment 
of your skill levels. For example, players’ shooting effective- 
ness suffers as a result of poor movement and positioning 
and when they are under heavy fire. If a player is less 
physically fit or unable to provide necessary medical 
attention, this is also reflected in player performance. 
Players can improve their effectiveness by quickly rectifying 
their mistakes (e.g., get into the prone position if shooting) 
or by further developing their Soldier Skills. 
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ve has what it takes to 
Forces Operations Sergean 
Missions are replayable, allowing 
layers to develop their Soldier Skills in 
heir current role. But with every rise in 
rank, more missions are unlocked, and 
he complexity of the duties grows 
accordingly. Captain Fellenz described 
his progression and expansion in his 
own career as a Soldier. After his time in 
he Infantry, he trained to become a 
Ranger (“because that was the hardest 
raining | could find”), then, once 
eligible, advanced to Special Forces 
As for Major Amerine, he succeeded in 
accomplishing his Mission Objectives 
by training, using maps to plan tactics, 
working closely with indigenous forces 
and, above all, providing leadership 


be a Special 


diac 


and performing honorably. Tarin Kowt 
remained free from Taliban control and 
Hamid Karzai became the president 
of Afghanistan. 

Having risen through the ranks of the 
U.S. Army and established themselves 
as Soldiers worthy of the Army's Special 
Forces, these Soldiers, you can be sure, 
gave everything they had in their work 
with Rise of a Soldier. Besides, for 
the Soldiers working on this project, 
Rise of a Soldier is more than just 
the development of a game, but a 
reflection of their lives and experiences 
as true Army Soldiers 


Pre-order America’s Army: Rise of a Soldier 
at www.riseofasoldier.com. 
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Then-Captain Jason Amerine, pictured with Special Forces and indigenous fighters in Afghanistan (blurred 


to protect their identity), worked with game developers to accurately recreate the Army Soldier experience. 
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KINGDOM HEARTS Il 
CAN SQUARE-ENIX MAKE RPG MAGIC AGAIN? 


hen Square Enix announced the first Kingdom Hearts, the concept 
of a role-playing game starring Disney characters sounded about as 
appealing as those direct-to-video sequels Disney keeps pumping 
out. Everyone expected a watered-down adventure full of squirrels 
and flowers and joy, but instead Square Enix provided an epic 
adventure that demonstrates how to smartly use Disney's library of heroes, fools, 
and villains. No surprise that a best-selling game with a cliff-hanger ending is 
finally being continued with a grander, more animated, and more colorful sequel. 


So far, director Tetsuya Nomura has been very tight-lipped about the story. 
He steadfastly refused to talk to us about Mickey, Riku, and that weird blond- 
haired kid that keeps popping up in the game's trailers; he wouldn't even tell us 
how the game begins. Which, as much as it frustrated us, makes sense: Why 
spoil the story of a game that’s going to be a little darker and more complex 
than its predecessor? We're not going to ruin any mysteries, but we will show 
you where Sora’s story will take you. So just turn the page, for your grand tour 
of the Magic Kingdom.... 


Sora and his buddy Riku 
are chilling with their 
mutual friend Kaiti when 
their home is attacked by 
the Heartless, and they 
are separated. At the 
same time, Donald and 
Goofy find out that King 
Mickey is leaving.ona 
journey to save the king- 
dom’s worlds, and he 
tells the pair to find the 


KINGDOM HEARTS: 


boy who holds the key. 
Coincidentally enough, 
Sora is mysteriously 
dumped into Traverse 
Town with a keyblade in 
his hand. He meets Don- 
ald.and Goofy, and the 
trio zip around to Disney- 
based worlds in order to 
lock the keyholes (which 
prevents the Heartless 
from attacking). 


At some point, Sora 
finds out that the Disney 
villain Maleficent (from. 
Sleeping Beauty) has 
manipulated Riku into 
becoming one of the 
Heartle: Riku 
has become possessed 
by Ansem (a king who 
went cr 
the leader of the Heart- 

and Sora ends up 


In fac 


zy and became 


fighting Ansem at the 
End of the World (where 
worlds that have been 
conquered by the Heart- 
less die). After Ansem is 
defeated, the door to the 
final world, the Kingdom 
Hearts (the heart of all 
worlds), is opened. 
Mickey and Riku sud 
denly appear, step inside 
the door to Kingdom 


Heart: 

behind th 

from Sora 
The 


and close it 


em, hing 
a 
BA game, King 


dom Hearts. in of 


Memorie: 


where KH ended. Sora is 


told to jou 
Oblivion, 


Starts off 


urney to Castle 
but along the 


way he runs into the: 


Organization. The Organi 


zation u 


awitch 


named Namine to erase 
Sora’s memories, and 
two of the members 
(Marly 


decide to use Sora'to 


ja and Larxene) 
eliminate the other mem: 
bers and take control 
themselves. However, 
redheaded Axel (who's 
shown in-KH2 screens) 
takes out the two traitors 
and disappears. Sora 


meets Namine and saves 
her from the Organi 
tion; she tells him that in 
order for him to get his 
memories back, he'll 
need to forget about her 
and everything that hap 
d in Chain of Memo: 
The game ends with 
Sora and his friends 
ling asleep in a giant 
flowerlike doohickey. 
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na shila shipeling's surprise, the world of Pirates of 
the Caribbean was revealed in the KH2 E3 2005 trailer. 
It's not a mere fleeting cameo, with a few seconds of 
Johnny Depp waving “hi” to Sora—it's a full-on world 
_______| with Captain Jack Sparrow fighting alongside Sora, 
Donald, and Goofy. One can see that in some screens, Sparrow is in 
his very human and Depp-ish form; in others, Sparrow is a walking 
zombie pirate. Whether you control the shifts between normal and 
zombie Jack, or whether the change happens automatically beneath 
the moonlight, remains to be seen. 

In an interview with 1UP.com, Nomura elaborates a bit on his sur- 
prise use of the live-action movie Pirates of the Caribbean: “\n King- 
dom Hearts, | think the Nightmare Before Christmas world was one 
of the unexpected worlds, but we knew that in order to wow our 
fans, we needed to put something in that was more unexpected. So | 
would think that Pirates of the Caribbean has a bigger impact, and 
that it's totally unexpected for Sora and his friends to come in touch 
with real human characters.” 

What about the fact that Pirates is a live-action movie? Were the 
actors substituted with cartoony doppelgangers to maintain the KH 
look? Actually, the characters look the same in the game as they do 
in the movie. Nomura comments, “Take Roger Rabbit, for example— 


there are those types of characters, the Sora and Disney-type charac- 
ters mixed in with the real human characters, even in the Disney 


world. So we didn't see it as a huge challenge; all we wanted to do 
was to make sure the quality of the humanlike character was going 
to be close to or almost exactly the same as what has been shown in 
the movie.... Most of our staff has worked on Final Fantasy all the 
way up to FFX. So if you look at FFX and the characters we used in 
that title, you can probably say we're actually used to re-creating 
more humanlike characters than the ones you see in KH. For us it's 
like working on something we've already mastered.” 


“WE NEEDED SOME- 
I THING UNEXPECTED.” 


~The Caribbean i isa pratty big place, ‘but all the art so far: focses> 
mostly on either the pirate ship the Black Pearl or the treasure cave 
from the end of the movie. With the lovely Keira Knightley being 
one of the only female actors in the whole movie, it's safe to 
assume that her character, Elizabeth Swann, is the princess that 
Sora and his crew have to protect. (Although that’s also assuming 
the Heartless still want to steal the hearts of princesses to open the 
door to the heart of all worlds.) In any case, we can't wait to see 
what kinds of crazy dialogue come forth when you put Johnny Depp 
and Donald Duck in the same room. 
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TALK TO ME 


So, does this mean that Johnny Depp, Keira Knightley, Orlando 
Bloom, and Geoffrey Rush are in the game? Ideally, yes, but that's 
not part of Nomura’s department. In fact, while Square Enix is 
focusing on game design and production, Disney is in charge of 
“little” details like voice casting. Disney handles both the Disney 
character voice talent (the official voices of Donald Duck, Mickey, 
etc.) and movie actors like James Woods and Haley Joel Osment. 
We're hoping that the fact that Kingdom Hearts has already sold 
millions means that Disney is able to pony up whatever crazy 
demands that Depp and the gang might set forth. 

Even though Disney is responsible for rounding up the talent, 
Nomura and his team have the final pass in terms of whether the 
voices (especially the ones of the non-Disney characters, like Sora, 
Auron, or Riku) sound “right” to them. 
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ot every world is completely new, as evidenced by the 
fact that Sora journeys to the world from Hercules 
again. However, Sora only saw part of Olympus in the 
last game (namely, the Coliseum), and he'll now 
L____.._| explore a whole different facet of Hercules’ world in 
Kingdom Hearts l-—the Underworld. So technically, even though 
Sora has been to this world before, the level is still all new to him 

Nomura explains that the wholly new locations in a previously vis- 
ited world are a side effect of the general improvement that KH2 
brings over KH. “It’s actually hard to say what one element has 
improved from the original to Kingdom Hearts II, and I'l say with 
confidence is that it’s powered up in all levels,” he says. “One of the 
reasons for that is that the engine is completely new and built from 
scratch. | had estimated that the original engine could be used for 
the sequel, but when | actually went to each department within my 
team, everyone had new ideas that they wanted to implement. So 
even though you see the same world in Kingdom Hearts II as in [KH], 
you're going to see that the map, the textures, everything, have been 
re-created, and we didn’t use anything from the first one.” 

While discussing the use of the new engine, the subject of cel 
shading, and the Kingdom Hearts franchise's lack of it, came up. 
Nomura explains, “We had a very long discussion about how the art- 
work was going to be portrayed in the original. A lot of games com- 
ing out around that time were using the cel-shading technique, so 
obviously one reason we didn’t go for the cel-shaded look was that 
we wouldn't be separated from those other games. We wanted to 


create a large gap between ourselves and everyone else who was 
using cel shading. Also, cel shading isn't something that is done with 
your own two hands or 10 fingers, but something pregenerated. 
What we have done is created something very original and unique, 
and | say with confidence that we have the technique to do so, and 
that the result isn’t something that anyone can copy.” 

Not only is the Underworld a new place in a familiar world, but 
this area also introduces a familiar character from Final Fantasy X, 
Auron. Even though Auron doesn’t carry a sake jug anymore, he is 


still quite the badass and can pull off a pretty powerful combo attack 
with Sora, Combo attacks are similar to the summons of other 
games: powerful moves with slick visuals where Sora teams up with 
a new party member (like Auron, Captain Sparrow, or Mulan) and 
basically takes out anything in the surrounding area. For example, 
Sora and Auron perform a Bushido attack, which stacks several 
sword strikes before culminating in some crazy sword-whirlwind 
frenzy that slices everything around the two (the attack is performed 
by successfully timing Reaction command presses). It's also in the 
Underworld where we see Hades consorting with Pete, and Hades 
tries to have Auron kill Sora at one point. 
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OPM What battle sys 


tems from other games 
do you like; do any of 
them influence KH2's 


fighting system? 

Yuichi Kanemori | like 
RPGs, but 
ing influence, maybe 


f we're talk 


fighting games? The 

various types of fighting 
their 
eresting 


games 


tures are 


especially the direct 
Tesponse you get from 
controlling the charac: 
ter and how you imple- 
ment that exhilarating 
feeling you get from 
your moves. Shooting 
games are also some of 
my favorites, and I've 
had some influences 
from those games 

OPM What was your 
favorite boss battle in 
the original KH? 

YK The Maleficent 
Dragon boss battle—the 
overwhel 


ing sense 
existence and power is 
what | liked. 
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ONCE UPON A DYNASTY 


nother slight surprise is the trip 
to the world of the film Mulan. 
It seems pretty obvious that 


Mulan herself is the princess to 


be saved in this world (then 
again, Nomura could be tricky and make 


Grandmother Fa the real princess), and 


Sora’s adventure integrates quite smoothly 
into Mulan's world. For example, a key scene 
in the original film focuses on Mulan creating 
an avalanche to sweep over Shan-Yu’s army. 


In Kingdom Hearts II, Sora, Goofy, Donald, KAZUSHIGE 


and Mulan are placed in a similar situatior NOJIMA 
except this time Shan-Yu's army consists of 
just flying Heartless. Mulan uses the same OPM Is writing for 
trick of firing a cannon at a mountain, except Kingdom Hearts {I eas: 
f\ you get a screen full of Heartless being wiped _|igrthan writing for the 
ppt EK $) out instead of a screen full of angry Huns first game was? 
mew Our look at the “Land of Dragons” pro Kazushige Nojima 
vided a fantastic demonstration of the new There were both merits 
tweaks and features that have been made to and demerits. | suppose 
KH2's combat system. For example, there | can compare it to mak 
are many tough Heartless in Mulan’s village ing a dish or cooking 
before the previously mentioned avalanche when making an original 
against the Heartless, Sora has to survive dish, choosing the right 
two minutes against hundreds upon hun ingredients for it is 
dreds of flying Heartless onscreen simultane harder than actually 
ously. Such overwhelming numbers necessi making it. For the 


tate Sora using the Form Change to boost sequel, what's difficult is 
his power and take on all the Heartless not finding the ingredi- | 
The Form Change is when Sora fuses with __ |ents but making some- 


Fe vest . either Goofy or Donald. Fusing with Goofy thing different out of the 
ered results in the Valor Form, in which Sora |ingredients you already 
a wields two keyblades; fusing with Donald {have in front of you 
= _ brings about the Wisdom Form, which pre OPM What other writ- 
sumably helps Sora excel at casting magic ten work influences 
| So why wouldn't you just stay permanently you? Basically, what 
fused to make the whole game easier? Well kind of stuff does a sce 
you have to maintain your Drive gauge nario writer read? 
—— a = e = — which drains your, er, drive, steadily as you KN As for books, you | 
——— fight in either form. Nomura lets on about can find many introduc: 
the Form Change’s origin: “There are a good tory-type books around 
amount of elements that we've idealized me.../ntroduction to 
beforehand and can now execute. One French, Introduction to 
example is the Form Change, so that's actu. Archeology, introduc 
ally not a brand-new idea, as | already had tion to Home Improve- 
that in mind for the original game ment, and Introduction 
Battle Director Yuichi Kanemori specifies to Scenario Writing. 
other new elements to the battle system {Laughs} Recently, Ive 
“The Reaction command using the Triangle been watching a lot of 
button [a reflex-based, context-sensitive Korean movies. | like TV | 
attack where, by pressing Triangle when told, _ |dramas, and | also | 
Sora executes a special attack based on the watch Nash Bridges | 
enemy he's fighting], combo attack with your every day. | want to | 


party members, and the ability to switch become like Nash! | 
your party members in and out. | believe this : 
new battle system will add an entirely new 
look and feel and make the game more 
enjoyable. The camera has been rearranged, 
taking into consideration the overall balance 
of the playability and presence when moving 
around the field, but it also maintains the 
impact you felt through the camera in the 
original game.” And yes, you can control the 
camera with the right analog stick. 
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SAAR RETURNS 


~~ | t seems as though Jafar wasn’t 
put down for good back in the 
original Kingdom Hearts, 
What's most interesting about 

___| this sequence is the presence 
of Pete in many screenshots, especially the 
one of him walking into the Cave of Wonders 
(which is where the lamp was originally 
stored). Considering that there is a screen of 
Jafar as an evil genie floating around, it 
seems like Pete is sent to Agrabah just to 
free Jafar and perhaps help him get his 
vengeance upon Sora and the gang. Again, 
this leads credence to the theory that Hades 
sits in the Underworld and calls the shots 
while Pete ends up being the guy who actu- 
ally goes places and does dirty deeds. 


| HEARTLESS ATTACK 


ven the safe haven of the Dis- 
ney Castle is attacked by the 

| Heartless in Kingdom Hearts II. 

Merely glimpsed in the previ- 

— — | ous game, the Disney Castle is 
now a full-fledged level, and by the looks of 
it, an action-packed one. Whoever is attack- 
ing the castle (whether it’s Heartless or the 
mysterious Organization introduced in King- 
dom Hearts: Chain of Memories) has got 
some serious firepower and/or excellent 
intelligence, if they know both where the cas- 
tle is and that it’s been unguarded since King 
Mickey, Donald, and Goofy left. We're not 
entirely sure if Sora and crew have to protect 
both Minnie and Daisy or just one, but all the 
screens tend to show either panic or massive 
attack, which makes this part of the game 
look like a frenzied defense against a 
blitzkrieg attack. 
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ProControl —cycle the puck, give-and-go, 
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Nomura is being pretty 
tight-lipped about what 
other worlds are going 
to be in Kingdom Hearts 
Il, and while we'd love 
for a whole level to be 
based on Lilo & Stitch 
{the idea of Sora chill- 
ing in Hawaii and doing 
combo attacks with the 
homicidal Stitch is just 
plain cool), we have 
two pretty convincing 
leads: The Little Mer- 
maid and Steamboat 
Willie. The Littie Mer- 
maid is one of Disney's 
signature movies (and it 
was on a world list that 
was accidentally leaked 
onto the Internet), and 
Steamboat Willie was 
the first cartoon that 
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SIT TLS ES CANES 
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BEAUTY AND THE BEAST 


BE THEIR GUEST 


ingdom Hearts included the characters of Beast and 
Belle, but the two of them were shown away from 
their home. This time, Sora gets the chance to step 
inside Beast's castle. He even runs into Beast's bizarre 
L_______] entourage of candles and silverware (so expect snooty 
little Lumiere and Cogsworth to make appearances in the game). 
One of the confirmed matches is a fight against a Heartless mini 
boss that turns out to be an evil door within the cellars of Beast’s 
castle, which we assume means that the Heartless are guarding 
something valuable down below. There are also scenes of the mys- 
terious hooded man talking to Beast and tempting him with the 
same enchanted rose that determines whether Beast will ever 
become human or not. 
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Mickey starred in, and 
Mickey is a more 
prominent character in 
this installment. 


LION KING 


THE CALL OF THE WILD? 


omura has heavily hinted at Pride Rock making an 
appearance in the game. First off, he’s told people in 
numerous interviews, “Worlds like Lion King, where we 
only had Simba as a summon in the original KH, will be 
} an actual world in Kingdom Hearts Il.” OK, he might 
have just used that as an example, but then again, consider the fact 
that Nomura just loves lions. Furthermore, since he loves lions, it 
turns out that Simba is, in fact, his favorite Disney character. Perhaps 
this is a world that he wanted to use originally, but was denied for 
some reason, and is now finally able to integrate it into the sequel. 
This makes us wonder if Jeremy Irons (who voiced Scar in the 
movie) will grace the game with his voice. A voice gig for KH2 has 
got to be better than doing the Dungeons & Dragons movie, right? 


THE HEART OF THE GAME 


In 1991, a then-21-year-old Tetsuya Nomura applied for a job at | 
Square Enix, It's been said that his admiration for Yoshitaka 
Amano’s artwork for the Final Fantasy series inspired him to apply 
at Square, and his first job was as one of the monster designers ter! Bess 
for Final Fantasy V. He quietly worked on the monsters until he 
got a chance to design actual characters for Final Fantasy Vil; he 

happened to be the creator behind some minor characters such as | TETSUYA 
Cloud Strife and Aerith Gainsborough. After that, he continuedto | KJQMURA'S 


| create characters for Square, and he even directed some of the RESUME 

| more famous sequences in Final Fantasy Vill (the opening movie 
and the ballroom dance scene). Kingdom Hearts marked his first a 
time in the lead director's chair. 

MONSTER DESIGNER 
“| How has the working relationship between Disney and Final Fantasy V 

Square Enix changed from KH to Kingdom Hearts I? : 
TE !YA NOMURA Most of the staff that were working onthe | GRAPHIC DIRECTOR 
Disney [side] when we created the original, they're all gone. | don’t | Final Fantasy VI 
know how to interpret that. [At a recent meeting with Disney], they . 
commented, “Oh, with this ending, are we going to be able to con- CHARACTER DESIGNER 

| tinue this series?” And that's not something | expected them to say. Parasite Eve 

| Parasite Eve II 

| ‘ Since you were an artist before becoming a director, does Brave Fencer Musashi 
that affect your work as a director? | Samurai Legend Musash 
TN [think the biggest advantage, and probably my specialty, is that | Ehrgeiz 
[since I'm] both a director and an artist, if | have something arty in | The Bouncer 
my head, | can put it down as a visual item and not just explain it in | . 
words or in programming code. It creates a goal for all my staff in MAIN CHARACTER 
their different departments that | can already show them what I'm | DESIGNER 
looking for in the product. That's my specialty, and | believe that | Final Fantasy VII 
when you have a goal, you should be able to show it visually to | Final Fantasy VIII 
everyone. To be able to communicate that not only through words, Final Fantasy X 
but through my drawings and artwork, is what groups everyone Final Fantasy X-2 


| together in my staff. Another one is that for all the trailers for all of . 
| my products, I’m literally there, directing the trailers. That's another | DIRECTOR & CHARACTER 


advantage, because I'm able to take what I’m thinking in my head | DESIGNER 
| and portray it in the actual trailer. You probably didn’t know that, but | Kingdom Hearts 
I'm there, editing every frame of the trailer. Kingdom Hearts I! 


OPM What games do you like? 
TN [have to confess, | don’t play a lot of games. There are some 
particular types | play, but that’s about it. 
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RATING KEY 

Octagons. Stomps. Ocs. Blargs. Call our rating symbols what you will—just know that 
any game that receives five of ‘em is something truly special that deserves a spot in 
your collection. On the other hand, a 2.5 is merely mediocre. And a 0.5? Well...at least 
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Gundam vs. Zeta Gundam 


90 NHL 06 


SX) REVIEWS 


4 


When Electronic Arts nabbed exclusive NFL rights earlier this year, 
there was concern that since the company was now the only game in 
town, it would rest on its laurels with its Madden franchise. One only 
has to play Madden NFL 06 a few times to realize these fears were 
unwarranted, as Madden follows a familiar—albeit safe—tune. The 
team at Tiburon did what it has done the past few years with its 
goliath of a series: It added some gameplay enhancements and other 
tweaks to further polish the Madden experience. 

The biggest change you'll notice this year is QB vision control, 
which takes the form of a cone that emanates from the QB and re, 
resents his range of vision and perception of his receivers. The size 
of the cone depends on the skill of the QB. For example, dynasty- 
building passer Tom Brady has a field of vision that stretches practi- 
cally from sideline to sideline; a journeyman backup OB, meanwhile, 
has a range of vision a sliver of that size. The goal is to have your 
receiver in this area—done by either hitting the right anal ick to 
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ack and forth or holding R2 and then pressing the 
jonding button to lock on to him—lest you incur an 
Adjusting to QB vision control isn’t too tough. Passing still 
involves dropping back, checking the primary receiver, then scoping 
the secondary receivers, as necessary, before taking the additional 
p of making sure the receiv 
add much to the 


is within the cone. It really doesn’t 
ame, nor will it likely change many gamers’ play 
style—it didn’t change mine—and if it happens to do 
way, you can always shut it off. The changes that have a greater 
impact on gameplay and incrementally improve the series are more 
subtle. By pressing the D-pad or left analog stick as your QB releases 
the ball, you can place passes away from defenders—throwing the 
ball low or to the outside, though | often found myself placing it in 
the direction | was running—but only when throwin: 
your field of vision. An addition to the hot route sy: 


o in a negative 


to receivers in 
n, smart 


Sas tt fs 


(=) 


= 
“a ir, 


Rogers Williams 


Fitzsimmons 


routes, allows you to send your receiv 
he finishes his route. Then the 
of the offense’s version of last year's defense-focused hit stick. 
ting up on the right analog stick while in pc 
n deliver a big hit on defenders to att 


By 
f the ball, you 

pt to bi tackles, 

gives a nice boost to the better-than-ever running game. 

The other big addition offe: nic nt 
chise mode, which returns as fully featur 
superstar mode, instead on focusing on the fortune 
you instead follow the career of a character you create 
from NFL Street 2 or NCAA Football 06). To create a c 
Id the tyr 


areer, amor 


to the traditional fran 
ever. In NFL 


oose a set of parents, 
player your created character bi 
other thin: 
ce, lobby to play in the Mad 
plish season and career ¢ 


, you'll take an IQ te 


ls, and even audition for movie roles. 
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A couple tweaks improve the core gameplay; NFL 
superstar mode is an entertaining alternative to franchise mode 
QB vision control seems unnecessary 
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GUNDAM VS. ZETA GUNDAM 


Gundamisn't exactly a 


household name in the 
United States, but in 


hardcore fan of Gundam, a 
lot of what's cool about this game will go 
right over your head: the way it uses the 
original, melodramatic score from the TV 
series and how the Universal Century story 
mode lets you rewrite series history, allow- 
ing you to win battles that were lost and 
save characters that died in battle. 

That's not to say Gundam vs. Zeta Gun- 
dam is without its charms for the casual 
gamer. The controls are simple and 
responsive, leading to an almost Smash 
Bros. feel. It's easy to jump in, and you'll 
be able to tackle all comers once you grasp 
the basics. This is also good for convincing 
anime-phobic gamer pals who don’t know 
a Gundam from an Evangelion to play. 

Depth is added by the wide selection of 
mechs, which cover seven real-world years 


of Gundam continuity. But since they con- 
trol the same, it’s up to the levels to pro- dam, which 
vide most of the strategy. Sadly, the creaky in 1985. 
technological underpinnings and arcade 
brevity on offer here can’t quite allow for 
much complexity, and thus, strategy. 

Graphics are dull and simple, reducing 
classic ‘80s designs to rusty metal. You 
know the drill with anime games: They're 
typically a bit half-assed, and with Gundam 
vs. Zeta Gundam too much effort was spent 
on fanboy frills and not enough was spent 
under the hood. It's a fun ride, but this 
series is showing its age. 


Though the original 
Japanese title of this 
game is Phantom King- 


dom, the company 
changed the name to 
feature the Japanese 
word makai, which 
means “spirit world,” 
for the English release. 
Phantom Brave, last 


VERDICT Simple and fun to play, but the 
charm wears thin after a while. 
Pub. Bandai Dev. Capcom ESRB T MSRP $39.99 


year's Nippon Ichi 
Strategy-RPG, is not 
actually related to 
this game storywise, 
which might explain 
the thinking behind 
the change. 
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CURSE OF THE CRIMSON ELIXIR 


4 


ago, | wrote this about 
the previous Fullmetal Alchemist game: “At 
first it resembles another crappy game 
where you do a lot of jumping and hitting, 
except it’s filled with smiling anime kids. 
But then the game introduces alchemy: a 
magic system that not only allows special 
attacks, but transforms normal objects into 
gameplay ones.... Alas, as neat as alchemy 
is, the rest of the game ends up being fairly 
by-the-numbers.” 

This new Fullmetal Alchemist is an 
improvement over the first game, but an 
incremental one. The graphics are cel- 
shaded and look nigh identical to the 
anime. It also has better humor, more 
transmutations (including the ability to 
make melee weapons out of thin air), more 
combat combos, and improved integration 


with the show. Those who watch the series 
will notice that the game touches upon the 
early episodes (featuring the other state 
alchemists, the serial killer Scar, and the 


ledged 


story about Father Cornelio from the first chemist 
episode) before diving into an interesting 19 out soon 
side story about alchemy and golems. The at least) 


rest of the game has a number of prob- 
lems, such as the inability to directly con- 
trol Edward, and the linearity. At this rate, 
Fullmetal Alchemist 7 will feel like a proper 
Fullmetal Alchemist 2. 4 


yet (we v 


you anime 


MORE GOLD Great use of cel shading, more 
alchemy uses, better story 
MORE LEAD Still short, still easy 


Pub. Square Enix Dev. Racjin ESRB T MSRP $39.99 
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~ DISGAEA GETS A BIG BROTHER 


From zero to hero: That's Nippon Ichi for 
you. Last generation, the company’s 
Rhapsody: A Musical Adventure inspired 
more snickers than acclaim. On the PS2, 
though, you can’t turn around without 
bumping into one of its strategy-RPGs, 
with 2003's horror- and humor-tinged 
Disgaea at the pinnacle of the genre's 
popularity on the PS2. 

Maybe that explains the company’s 
return to the dark netherworlds and 
unhinged comedy of Disgaea. The for- 
mula once again works beautifully—the 
story is very different from that of most 
RPGs and pokes fun at the genre itself, 
starring an egomaniacal demonic over- 
lord and his group of not-quite-sane 
mythical pals. 

The game will also inspire some déja 
vu, particularly in those gamers who 


played Phantom Brave. And that’s not 
really much of a surprise: When a com- 
pany crafts a game a year, those things 
are bound to happen. Nippon Ichi falls 
into this pattern, cramming crazy new 
features and twists, based on the same 
basic gameplay, into every edition. But 
the whole exercise gets to feel more than 
a little redundant. 

The developer's highly abstracted 
gameplay has drawn in a cadre of 
extremely hardcore fans, and it's not 
hard to understand why. What Makai 
Kingdom lacks in visceral appeal it more 
than makes up for in complexity and 
nuance. It’s fun in a brain-taxing kind of 
way, but in the end a bit too cold and 
piecemeal to love. Though it may be fun 
and challenging, it never quite hangs 
together as a compelling whole. It’s time 
for Nippon Ichi to give some thought to 
innovating—and making a game that's 
easier to connect to. « Christian Nutt 

VERDICT Another engrossing, if not entirely 
cohesive, strategy-RPG from the reigning 
rulers of the form. 

Pub. NIS America Dev. Nippon Ichi ESRB T MSRP $49.99 
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ULTIMATE DESTRUCTION 
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1 of God of War, | thought it was too 
intense, so much so that | felt like the game was starting on level 10. 
Playing Ultimate Destruction had the opposite effect; | wish it 
started in a later level, say about a third of the way in. Because it’s 
in the later missions that the intensity jacks way up and never looks 
back. It's not that the earlier levels are dull—they aren’t—but they‘re 
all about buildup, and so they don’t pack the punch you get later on. 

But don't be fooled. Ultimate Destruction is a challenging, 
engrossing, and at times pleasingly tough action experience. Most 
impressive is the Hulk himself. He acts how you'd expect him to 
act: like two tons of raw, raging, gamma-generated power, causing 
all sorts of mayhem as he is hunted and hated, Frankenstein style, 
by various nemeses (Thunderbolt Ross, the U.S. Army, Mercy, and 
the Abomination, to name a few). The Hulk character design is, in 
my mind as a Hulk fan from way back, as accurate as can be ona 
PS2, and the control set is tight and intuitive. The number of 
unlockable combos is more than generous, at times even awe- 
inspiring. Watching the result of a well-executed tank throw, for 
instance, is simply a moment of triumph. 

Drawing heavily from the Hulk comics (not the 2003 movie 
fiasco), the plot involves Doc Samson helping Bruce Banner to 
defeat the demonic Devil Hulk that haunts Banner's subconscious. 
While the story screens are lackluster and the mediocre cut-scenes 
throw CG back to the 1990s, it's really the gameplay that will grab 
you. The free-roaming Hulk runs, jumps, wall-runs, and smashes 
through two huge landscapes: a large city and a desert. The story 
mode guides you through each area, though you'll have just as 
much fun goofing around and causing general mayhem, GTA style. 
Developer Radical did a terrific job of keeping the game interesting. 

Hulk is easily one of the best superhero games, mainly because it 
feels like Radical took the subject seriously, rather than treating the 
game like just another licensed title. Here's hoping there’s more 
Hulk in our future. « 

DICT Simply smashing. 
Pub. Vivendi Universal Games Dev. Radical 


RATING = 


Like the movie upon which it's based, Fantastic 4 is light but enter- 
taining summer fare. It's not going to win any awards, and it's ulti- 
mately not meant to be taken seriously, but it will leave you with 
an “OK, that was fun” feeling—and sometimes that’s enough. 

Fantastic 4 escapes the just-another-movie-game label by com- 
bining the comic-book and movie worlds. The comic-book levels 
are at best random; what, for instance, do the Mole Man or Puppet 
Mastef have to do with the movie's plot, which is strictly about the 
FF and Doctor Doom? Absolutely nothing, but so what? In the end, 
it makes for a deeper and more compelling game. 

Gameplay is solid and convincing, and for the most part, the 
characters act like you think they should. While | found Johnny 
Storm to be most effective, there’s an overall balance between the 
four, and each has an upgrade path that makes sense. The charac- 
ter design and voices are from the movie, and along with the story 
and dialogue, it’s clear that someone with an appreciation for the 
FF comics was behind them. In fact, the story and dialogue are so 
comic-bookishly pulpy that | wondered if the FF’s creator, Stan Lee, 
had a hand in the writing (he didn’t). 

At various times, you'll play the FF individually, in twos, or as 
the team they are meant to be. In team missions, you can switch 
characters on the fly and also execute some interesting combos 
with one of the other characters. Multiplayer modes come in the 
form of two-player co-op and arena battles and are pretty much the 
single-player experience—except with two players. 

Fantastic 4 is short. Most players will finish it in less than six 
hours—and judging by the fact that finishing levels within certain 
time limits is among the mission bonuses, Activision doesn’t 
expect anyone to take too long to play it. 

Fair enough. I'll take fun, balance, and FF authenticity over 
length of gameplay any day. If you don’t expect any more than this, 
you'll be fine. « Tom Byron 


VERDICT Light summer fare but better than the average movie- 
based game. 


Pub. Activision Di 


RATING 


BATMAN BEGINS 


In arecent USA Today interview, Adam West commented that he 
loved the new Batman Begins film because it “wasn’t the non 
hat our Gotham City wa: could k 

giant ice cream cone.” Just as Batman Be: the movie helped 
finalize Batman's transformation from comic camp to dark noir 
Batman Begins the game tries to transform the Batman franchise 
fro brawling games into Splinter Cell with tights. 
Unfortunately, just as his very first foray into crime fighting in Bat 
man: Year One resulted in Batman receiving a humiliating beat 
down from a prostitute, so does this very first try at a serious 
stealth game end up being crippled by humiliating simplic 

The concept for the game sounds fantastic in principle. Using 
fear and shadows, Batman slinks around the periphery, stalks hi 
prey, frightens his foes to w 
bout of rt, brutal v 


ouried by a 


n them, and then 
ice. Thanks to EA's fantastic production 
—and play—Batman, 

creeping around, scaring the bejesus out of enemies, and then 
laying into the baddies with a series of well-animated moves and 
adgets. The use of light, shadow, 
on after this 
Himalayas and 


»ps in for a 


values, it's quite ex 


ound, fire, vista, and cut 

the player goes through a 

en introduced to 
3 itext-sensitive actions. 

Every object that you can possibly interact with is highlighted 
with an icon, and most of the time that interaction is key to the 
current situation. This icon shows up on doors you can open, 
things you can knock down, and items you can grapple on to; 
note that the icon appears only on items with whic 1can do 

Want to g 1 


above or punch a pile of garbage? Only if the game lets yo: 
mately, this ends up feeling like either a portrayal of Batman 
hyperobservant mind, which allows him to instantly 
tion to any problem, or, even mor er is giving 
mainstream gamers a big fat “I win!” button for every pu 

This cripples Batman more than anything else to date (yes, 

more than 


the solu- 
, like the devel 


hen he got his back snapped in the comics), as 
turns a seriou alth 
and press R1.” 

While details like the ap, the 
same roles (the tutorial is 
delivered by Liam Neeson, 
Batmobile 


me into an easy t ot the but 


movi 


mbat make the game fun to play, i 
keeps it grounded to the “ 


sneaking and c s linearity 
rea. There 


are two more movies slated someday B 


AN Feels the way Batman should feel, with awesome graph- 
ics and Batmobile sequences 
So newbie-friendly that it uses icons to tell the 
player exactly what to do in every situation 
Pub, EA Games/Warner Bros. Interactive Ent 


RATING 


Dev. Eurocom 


Despite his current, 
and vehement, antigun 
attitude, Batman actu- 
ally used a pistol back 
in his early days 
(we're talking the ‘40s 
here) and occasionally 
clipped bad dudes. But 
then the suits at his 
publisher (called 
National Comics back 
then) decided to make 
him less violent and 
instituted the no-gun 
policy. 
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ZONE 

No A-list (or even B- or 
C-list) names in Mada: 
gascar—instead of 
using the stars’ voices 


A from the movie, you get 


assumptions about 
games based on animated children’s films, 
and in the case of Madagascar, those 
assumptions would be absolutely correct: 
Madagascar provides unchallenging game- 
play divided into easily digestible chunks 
that are driven along by a diluted story line 
that roughly follows the film's plot. 

The levels let you play as the movie's 
major characters, all of which handle 
decently, though some (the penguins) are 
more fun than others (Gloria the hippo). 
The gameplay is pretty much a series of 
minigames strung together. You'll collect 
items, race, maneuver around obstacles, 
target shoot, and fight enemies who get in 
your way. It’s all pretty decent, but some of 
the levels drag on for way too long to still 


unfamous soundalikes 
Also missing are movie 
be fun. The currency you collect along the 
way can be used at the zoovenir shop, but 
the only things really worth buying are 4 
three minigames. None is terribly com- 
pelling, but kids will enjoy them fine. 

Overall, the mechanics are OK, though 
the camera is kind of unwieldy. But very 
frankly, that probably won't matter all that 
much to the target audience. If your kids 
loved the movie, they'll get some enjoy- 
ment out of the game, and no one else 
need bother. 


clips as cut-scenes. 


VERDICT Another average piece of marketing 
wearing an entertainment costume. 


Pub. Activision Dev. Toys for Bob ESRB E10+ MSRP $39.99 


exactly a quantum leap 

above the original Play, does offer a great 
deal more bang for your buck. Most 
notable is the increased depth and variety 
in each of the 12 games. BubblePop, for 
example, takes the window-washing game 
of Play and turns it into a challenging and 
addictive arcade experience in which you 
need to pop a screen full of clear bubbles 
while avoiding red bubbles placed in hard- 
to-avoid patterns. The music-oriented 
games are most improved here—especially 
the awesome AirGuitar, which works like 
Guitar Freaks but without any peripheral. 

The best thing about Play 2 is the fact 
that almost all 12 games are actually collec- 
tions of three or more games; as you play, 
you'll go through a number of different 


Need a reminder of 
how great the NHL 
series once was? No 
problem. NHL 06 
includes a full version 
of the old NHL ‘93 
game from the 16-bit 


stages with sometimes very different goals 
and play styles. All this is intercut with a 
number of other minigames and boss chal- 
lenges. And this doesn’t even include the 
wide variety of multiplayer variants. 

Of all the games, the only real stinker is 
GoalAttack, which seems just a bit too 
quick to be controlled well with EyeToy. It’s 
also a bit of a disappointment that the 
PlayRoom is a little less cutting-edge than 
in the last game. That aside, though, it’s a 
hell of a lot of fun. 


era, back when EA was 
just beginning to take 
over the world. 


VERDICT More variety and depth than Play. 


Pub. Sony CEA Dev. Sony CEE ESRB E MSRP $49.99 
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~ INSERT JOKE ABOUT PLAYERS’ STRIKE HERE 


2K Games has pretty much left EA suck- 
ing snow regarding the yearly NHL 
games. NHL 06, however, feels like the 
first significant step the publishing behe- 
moth has taken toward returning the 
once-great franchise to its former glory. It 
ain't perfect, but it’s a start. 

Almost everything has received some 
sort of overhaul. The dynasty mode in 
particular feels a lot better, since it 
includes very specific goals for each 
team (finish at the top of your conference 
in the first season, get to a certain round 
in the playoffs, etc.). This extends to your 
choice of an avatar for your general man- 
ager, as choosing specific ones will give 
you bonuses in various attributes that 
will help you build your team to the 
owner's expectations. It’s far more 
rewarding than the option to set the hot 
dog prices found in previous games. 


But this is all just window dressing for 
the actual on-ice gameplay. While the 
action remains largely the same, little 
tweaks are what matter—things like how 
hard it is to protect the puck if you streak 
down the ice holding the Turbo button 
the whole way and the way the puck 
actually bounces off the goalie when he 
makes a save add to the overall realism. 

Unfortunately, a lot of the old prob- 
lems still linger. Player models just aren't 
up to the standard set by ESPN NHL 2K5, 
and neither are the animations. There just 
aren't enough of them. Momentum still 
doesn’t feel as important as it should, 
either. It’s still possible to lay a guy out 
with a massive hip check from a standing 
start just by jabbing the Check button 
when you're anywhere near your oppo- 
nent. The players can’t turn on a dime at 
top speed anymore, thankfully, but the 
developers simply haven't gone far 
enough with the momentum tweaking. 

It's nice to see EA’s NHL franchise 
starting to turn a corner, but it still has a 
ways to go before besting 2K Sports’ 
stellar efforts. « Greg Sewart 


VERDICT Although a step in the right direc- 
tion, this series still has a long way to go. 


Pub. EA Sports Dev. EA Canada ESRB RP MSRP $39.99 


Dlr 
EVERYDAY VAMPIRES 


The | Darkwatch seems ridiculous 
at first—the melding of cowboys and vampires 
sounds like something a 7-year-old child would 
come up with. And indeed, the story of how a 
cowboy named Jericho becomes a vampire— 
and then joins an elite group of hunters named 
the Darkwatch—is almost completely uninterest- 
ing due to the way the game seems to just gloss 
over everything. As you progress through the 
assortment of mines and abandoned towns, 
you'll keep asking questions like “Who cares?” 
and “Why am | doing this?” 

Fortunately for Darkwatch, these questions 
are superseded by the fact that the game doesn’t 
entirely suck. In fact, Darkwatch is about as aver- 
age as first-person shooters come, which isn’t 
necessarily a bad thing, but it just doesn’t do 
anything special to bring itself over the hump. 
Part of the problem is that so many aspects of 
Darkwatch will remind you of other first-person 
shooters that have these same features and exe 
cute them better, such as the vehicles, the 
weapons, and the choices to be good or bad. 
Additionally, the features that are unique to 
Darkwatch's premise—namely the vampire pow- 
ers—are incredibly similar to the regular power- 
ups you'd find in other first-person shooters. 
Few of these powers, aside from having crazy 
vampiric names, do anything to suggest that 
you're even a vampire, let alone a vampire that 
happens to also be a cowboy. Yes, it's great that 
you have a power that lets you kill most ene- 
mies in one shot, but so what? What does that 
have to do with being a vampire? One of the few 
outright vampirelike, and useful, powers is alter- 
nate sight, which basically bathes items and ene- 
mies in a white aura to put them in stark con- 
trast to the blood red color that you see when 


looking through Jericho's crazy-looking eyeball. 

The actual shooter part of this FPS is also 
pretty average. Jericho can carry two weapons 
at once, and he can use either of them as a 
melee weapon when enemies get too close. You 
have a pretty standard arsenal as well: pistols, 
shotguns, crossbows, rifles, and rocket launch- 
ers (what would the Old West be without rocket 
launchers?). He also has a lean move that lets 
him peer out from behind walls, but it’s pretty 
worthless since Darkwatch’s enemies aren't 
exactly the most intelligent creatures. Occasion- 
ally, they do an excellent job of finding cover, 
and they generally get out of the line of fire, but 
almost every single one of them is easily 
defeated with a little bit of circle-strafing and 
somewhat proficient aiming. 

The levels aren't anything special either, but 
at least they flow properly. You encounter a lot 
of mines and similarly Old West-style locations, 
and while there are a few cool-looking areas, 
there’s certainly a repetitive feel to some of 
them. The multiplayer maps are designed a little 
better thanks to their relatively small size. Also, 
many of the single-player maps are a little more 
interesting when playing co-op, but regardless of 
the mode you're using, Darkwatch doesn't 
amount to much more than your run-of-the-mill 
bileiero\-1e-vela-\plele) (| ance] if 


PROS Standard first-person shooter gameplay, 
cooperative mode 

CONS Standard first-person shooter gameplay 
Pub. Capcom Dev. High Moon Studios ESRB M MSRP $49.99 


RATING 
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MIDNIGHT CLUB 3 


~ LOAD TIMES REAL BIG 
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if you had any doubts as to the power of Sony’s portable hardware, 
you needn't look any further than Midnight Club 3. On a sheer techni 
cal level, it's really an amazing game because not only has the game- 
play from the PS2 version been kept intact, but the graphics have 
also seamlessly made the jump to the handheld game. Of course, a 
few concessions had to be made to squeeze all that detail onto the 
PSP—the framerate isn't quite as brisk, and damage modeling got 
tossed out the window, but considering that these massive cities 
(complete with traffic and all sorts of zany special effects) are even 
made possible on the PSP is a testament to the hardware. 

And it's still impressive despite the exceedingly long load times 
between races. In some cases, loading can take well over a minute— 
so long that the PSP screen actually goes into power-save mode 
(when the screen dims to conserve battery life). For a portable game, 
and one that thrives on fast-paced racing, this is a pretty big problem 
because it totally disrupts the flow of an otherwise entertaining sin 
gle- and multiplayer experience. You spend a few minutes (some 
times even just a dozen or so seconds) in a race, weaving in and out 
of traffic at breakneck speeds and knocking opponents into walls 
and after you have that white-knuckle finish, you're greeted with a 
loading screen. Plus, there's the whole issue of battery life—Midnight 
Club 3 zaps your PSP's power faster than almost any other game. 

Technical issues aside, however, Midnight Club 3 is a great racing 
game, and while it would've been nice to get more than just a port, 
there’s something about the game that just makes it click with the 
PSP, possibly even more so than the PS2 version does with that 
hardware. The controls are incredibly sharp, and the way that they 
balance out depending on the vehicle you're using is especially note- 


worthy—bigger cars actually feel like behemoths whereas smaller 
tuners and motorcycles feel a bit more agile. And maybe it's just the 
PSP screen or the sharper color contrast, but finding your way 
through a city involves less trial and error because it's simply easier 
to see where you're going. Yes, there's the possibility that having 
played through the PS2 version has contributed to this feeling, but 
the likelihood of remembering every single sharp turn in each of the 
three cities is slim. 

At any rate, it’s actually a joy to drive, and it’s even more fun to 
head back to the garage and customize every aspect of your vehicle 
Customization isn’t quite as big a deal in the PSP game, simply 
because you won't get the same kind of audience to look at your car 
as you would in the PS2 version, and let's be honest, part of the fun 
of customization is being able to show your results off to as many 
people as possible 

The PSP version of Midnight Club 3 is a paradox in game form. It's 
both a technical marvel and a technical disaster. It's a great game, 
but it’s also just a port. You're going to have to decide which of these 
aspects is most important to you, but one thing is certain: Midnight 
Club 3 absolutely wipes the floor with other street racing games cur 
rently available for the PSP in both multiplayer and single-player 
options. 


PROS Amazing detail, great racing mechanics and customization 
CONS Load times are horrible, especially in multiplayer 
Pub. Rockstar Dev. Rockstar ESRB E10+ MSRP $49.99 


RATING 
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If | could impart to the youngsters a slive! 


my 26-year-old wisdom, it would be this: 


one. Sequel to your f 
. Fortify yourse 
against life’s never-ending parade of disa 
pointmer ect the worst. 
And so it is with Death, Jr, a game 

an unhealthy amount of hop 
One of the few PSP games 

2 summer UMD dro 

bly rare 
that's not just a miniaturi 
something you played last year. DJ, the Grim 
Reaper's son, and his supporting 
grade-school monsters and freak: 
new characters. And with a touch i 

cartoon Gothic style, they 
promise a charming oddity of a game. Don’t 
be them. 

Death, Jr. establishes its mon 

rhythm quickly. 
guns and his. 
bo: 
horde of B-movie monsters. Tt 


are all- 


gunplay 


simplistic, relying almost ent 


matic | n button. You pl. 


‘a is Death, Jr's real 
1 DJ take 


| watc e 
sible angle but the one 


levels see 


detai 


Death, Jr. us 
s window dressing 


A monotonous shooter with a crip- 
pled camera and a crush on Psychonauts. 
Pub. Konami 


RATING 


Dev. Backbone Ent. ESRB T 


Dead to Rights, the 
novel by J.A. Jance. 
Instead of a cop named 
Jack Slate and side- 
kick dog Shadow, it 
features a widowed 
Arizona sheriff named 
Joanna Brady who's 
investigating the arson- 
related death of a vet- 
erinarian named Amos 
Buckwalter. 


i7s 
DEAD TO RIGHTS: 
RECKONING 

MAX PAYNE, THIS IS NOT 
its heart in the right 

place—there’s something undeniably fun 
about an all-out firefight against a group 
of thugs, and it’s even more fun when 
you have the ability to leap into the air in 
slow motion and take out multiple ene- 
mies in one swoop. But unfortunately, 
there are just too many fundamental 
problems with Dead to Rights: Reckoning 
that detract from what would otherwise 
be an incredibly visceral experience. 

The controls and aiming mechanics 
are the biggest culprits. Generally, just 
running around isn’t all that tough, but 
when you have to navigate through a 
maze of crates, boxes, and conveniently 
placed oil drums, it becomes an issue 
because the controls just aren’t sharp 
enough. It’s almost like you're ice-skating 
amidst a hail of bullets, which is also a 


problem because it can be incredibly diffi- 
cult to find adequate cover. On top of all 
that, the lock-on system is terrible. If 
there’s a single enemy in the room, then 
you'll have no problems, but if there are 
multiple foes, then good luck targeting a 
specific enemy on your first try. And you 
will have to target specific enemies in the 
later levels if you want to survive, particu- 
larly foes with more powerful weapons, 
otherwise you'll be dead in seconds. 

Then there's the camera. It takes a lit- 
tle while for the camera to reset behind 
you, especially if you've just turned a 
tight corner or if you're trying to target 
an enemy that's offscreen. Also, the cam- 
era often doesn’t automatically shift if 
you're targeting. Basically, it’s not fast 
enough to keep up with the action. 

Fans of previous Dead to Rights 
games will find that the core action of 
what made those games popular is still 
intact, but they'll have to put up with a 
few annoying problems to get any enjoy- 
ment. And while multiplayer is a nice fea- 
ture, its novelty wears thin quickly since 
part of the fun is being in a hectic firefight 
with several enemies and not just a cou- 
ple of people. « carlo Varanini 

Fun action that... 
CONS ...gets almost completely over- 
whelmed by a shoddy camera and controls 


b. Namco Dev. Rebellion 


RATING 
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Md REVIEWS 


Director Robert Rodriguez so slavishly reproduced Miller's 
choice that he actually insisted that Miller take a 
and when the Directors Guild of America told Rodriguez 
told to DGA to tal hike, resigned from the guild, and 
He was right to do it. Miller turns out to be absolutely critical to this fil 
as a writer and as a visual stylist. Notwithstanding Ang Lee's overplayed comic 
book frames in Hulk, no film has ever managed to carry over tl 
novel as completely as this film do: 
medium as effectively. As a result, Rodriguez has expanded the grammar 
vocabulary of film, which, 110 years on in the medium 
As an extra bonus, the film itself is really good—noir so ha 
would crack the sidewalk if dropped, chopped up int 
its own deeply disturbing moments. The film is packed 
visually interesting (for their various reasons) as the film itse! 
Mickey Rourke, Jessica Alba, Rosario Dawson, Benicio Del Toro, 
each of whom also gets interesting character grace 
that can make doe-eyed Elijah Wood scary as hell d 
better films in 2005 than this, but not many, ani any with thi 


Ve 
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BEAUTY SHOP 
(Queen Latifah, Alicia Silverstone) 
There is some measure of justice in this 
world that a big woman like Queen Latifah 
gets to be a star—and gets to be more than 
a little sexy (yeah, | think Queen Latifah is 
sexy. Wanna fight about it?). Beauty Shop 
shows why: She’s got presence up the 
wazoo as she stands front and center in 
this modest Barbershop knockoff and 
| makes it work through sheer force of will 
There are other stars in the film, but they | 
all bow to the Queen. Mmm. 


a! f 


GUESS WHO 
(Ashton Kutcher, Berni 


There's a certain sick genius to this film: An 
earnest remake of Guess Who's Coming to |_| 
Dinner here in 2005 would have fallen flat 
on its sanctimonious face, even with the 
stars’ races switched as they are here. So a 
genial and harmless comedy was the way 
to go. Even so, having Ashton Kutcher step 
in for Sidney Poitier is like having a wobbly 
T-ball player penciled in to the Yankees’ 
starting lineup. You admire his willingness, 
at the very least. 


MONSTER-IN-LAW 

(Jennifer Lopez, Jane Fonda) 

Jane Fonda returns to the movies after 15 
years to play a horrid harpy who flogs on 
soon-to-be-daughter-in-law Jennifer Lopez 
because that’s what this film’s lame script 
tells her to do. Note to Fonda: This was not 
worth coming out of retirement to do. Hell, 
it's not worth coming out of retirement 
even to see. Note to Lopez: If this is the sort 
of script you've got to work with these 
days, consider a 15-year hiatus from film 
But be warned that it didn’t work for Fonda. 


1OO@) 


LITTLE BRITAIN: SEASON 1 

(Matt Lucas, David Walliams) 

All you folk who are bereft now that the 
original U.K. version of The Office is no 
more can cheer yourselves up with this | 
BBC sketch comedy show, which, while 
entirely unlike The Office, nevertheless pro 
vides the same sort of comedy fix. Which is 
to say a certain segment of humanity will 
find it unaccountably amusing and will 
quote it whenever possible while the rest 
of humanity stares and wonders what the 
hell the geeks are going on about now. 


SAHARA 
(Matthew McConaughey, Penélop 
Matthew McConaughey is the Jimmy Buf- 


fett of movie stars, which is to say he just 
ms so laid back that no matter how fast 
he's going he looks like he’s shuffling along | 
the beach in flip-flops. Sahara has 
McConaughey doing a lot of ridiculous 
things in a lot of ridiculous ways—just 

about every action movie cliché is present 


and accounted for—but our hero just keeps 
on keeping on, looking for all the world like 
he's just waiting on his next frosty Corona 


August 9 


August 16 


August 30 


August 2 


Si 


August 23 


August 30 


| was bandied about as the next J 


ALEXANDER 


(Colin Farrell, Angelina Jolie) 


# Here's an interesting movie statistic about 


Alexander: |t was a big, fat flop here in the 
United States, where the $155 million 
movie made just $35 million in the the. 


aters, but a moderate hit in the rest of the 


world, where it recouped the rest of its pro. 
duction costs and then some. Seems that 
the rest of the world is ready for an over- 
the-top spectacle about a bisexual world 
conqueror, while the U.S., eh, not so much. 
Mind you, America may in fact be ready 
for a bisexual world conqueror biography, 
just not this one. When 29-year-old 
Angelina Jolie is playing the mother of 28 
year-old Colin Farrell, who is sporting a 
blond shag stripped off a shih tzu, and 
everyone is camping it up under Stone's 


plummy direction, well, you don’t need to 


THE RING TWO 
(Naomi Watts, Simon Baker) 


The original Japanese The Ring was 
directed by Hideo Nakata, who didn’t direct 


the American remake but does direct the 
sequel—which is not the same story as the 
Japanese original's sequel, which was also 
directed by Nakata. | need a flow chart. As 
for this Ring Two, well, you know. More 
jumps, more squeals, more moody spooki. 
ness, more Naomi Watts pretending to be 
scared in damp surroundings. You know 
exactly what you're getting here. 


LAYER CAKE 


(Daniel Craig, Colm Meaney) 


This smart and nasty little crime thriller has 
the advantage of starring Daniel Cra 


who 


mes Bond 
as this film debuted, thereby adding boost 
to the film’s little indie box office. Personally, 
| don't give a rat's ass who the next Bond 
will be, but | do like Craig, who plays a 


| smart midlevel criminal whose cautious 


plans get kicked to the curb when he’s dra 
gooned for a dangerous assignment. A 
must for crime-movie fans. 
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REPLAY 


Every PS2 and PSP game we've ever reviewed. 
PlayStation’s biggest villains go head-to-head. 


Gaming revolutions seem to come like clockwork on a 10- 


SONY'S LITTLE GRAY BOX TURNS 10 year cycle. But is Sony ready for this round? 


Was it overrated or underappreciated? We take a second look 
at Ico in anticipation of Shadow of the Colossus. 


You think Episode Ill is actually good? NOOOOOOOOO00OO! 


What PlayStation Underground is serving up on next month's 
OPM demo disc. 


re 


HAPPY BIRTHDAY, PLAYSTATION 


a—2 
ee 


Bake a cake and light some candles—this month marks the 10th 
birthday of everyone’s favorite 32-bit system, the Sony PlayStation. 
It's hard to believe that it's been a full decade since the PS1 came 
along and launched Sony to the pinnacle of success. But here we 
are, downshifting our Emotion Engines as we cruise into the twi- 
light days of the system’s successor, making way for the PS1’s Cell- 
powered grandchild. 

PlayStation changed the way people played games—the way 
they thought about them, really. When Sony launched its console, 


the gaming industry was bogged down by expensive production, 
too many competing standards, and crippling uncertainty among 
the mind-share leaders. In just a few short years, PlayStation rose 
from that morass to become the undisputed champion of the era, 
not only taking the 32-bit prize but simultaneously paving the way 
for a comfortable lead in the following generation. 

All in all, not bad for a slim gray box. And on the dawn of its 
second decade, we'd like to take a look at the system’s life: where it 
came from, what it was, what it achieved. 
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Like any good drama, the PlayStation has a lengthy and convoluted 
story packed with twists, betrayals, and diabolical schemes. 

The PlayStation’s tale begins with the creation of the Super NES. 
Nintendo had ruled the videogame industry with near-monopolistic 
control for the duration of the 8-bit era. In the latter half of the ‘80s, 
the company’s name was synonymous with gaming the world over. 
But Sega's Genesis came along in 1989, offering great graphics and 
quality software, and soon the NES was looking awfully long in the 
tooth next to arcade-quality 16-bit blockbusters such as Sonic the 
Hedgehog and Strider. 

Nintendo was still raking in the money with the NES but grudg- 
ingly accepted that it had to meet Sega head-on if it wanted to 
remain competitive. In order to create a system even more impres- 
sive than the Genesis, Nintendo focused on adding unique features 
to the Super NES rather than cramming raw processing power under 
the hood. As a result, the console’s speed was half that of the Gene- 
sis’, but it could perform impressive scaling, rotation, and tiling 
effects and display dozens of times more colors than its competition. 


But perhaps the Super NES’ most impressive feature was its DSP 
sound chip, which allowed for audio quality that represented a mas- 
sive leap over the FM synthesis and wavetable noise of previous 
consoles. Even now, the Super NES sound chip remains the gold 
standard for cartridge-based consoles. 

And the company that provided this musical dynamo? Sony. 

Sony’s gaming division was headed up by a man named Ken 
Kutaragi, who took an interest in the runaway success of the NES and 
convinced his company to enter the market. Many speculate that the 
DSP chip that powered the Super NES was created as a Trojan horse, 
with the ultimate intent of giving Sony a back door into the lucrative 
business of console manufacturing (not unlike what Microsoft did 
with the Dreamcast’s Windows-based OS). Console gaming is defi- 
nitely a risky business, as countless would-be Nintendo-come-latelies 
have learned, but the potential benefits of creating the next NES 
couldn't have been lost on the consumer electronics giant—especially 
since it was feeling the sting of having the “Walkman for games” 
market swiped from under its nose by Nintendo's Game Boy. 

If indeed the Trojan horse theory is correct, then Kutaragi must 
have been gratified when Nintendo and Sony strengthened their 
partnership by announcing plans to create a CD-ROM add-on for the 
Super NES. At the time, the CD-ROM was a fairly new technology 
that offered a significant boost in storage space over the traditional 
ROM cartridges most consoles used. While CD drives were expen- 
sive, the media itself was far cheaper than cartridges. Both NEC's 
TurboGrafx-16 and the Genesis had their own CD peripherals on the 
way, and Nintendo had no interest in being left behind. 

Sony would provide a CD-ROM drive that Super NES owners 
could attach to their existing systems, and Nintendo in turn would 
manufacture a combination SNES with the CD-ROM built in called 
Super Disc. Furthermore, Sony would have the worldwide rights to 
manufacture the CD-based games for the system—bad news for Nin- 


tendo, which had built its massive empire on the profits reaped from 
its licensing and manufacturing system. So perhaps it’s not surpris- 
ing that Nintendo decided to back out of its contract with Sony and, 
on the eve of the Super Disc’s announcement, forge a new deal with 
European electronics giant Philips. Many speculate that this was 
nothing more than a game of high-stakes brinkmanship, with Nin- 
tendo merely feigning interest in Philips in order to renegotiate a 
more favorable deal with Sony. But if that was the case, it was a 
failed bluff. Sony never blinked. 

The fallout wasn’t pretty—Nintendo’s betrayal of a Japanese com- 
pany in favor of a foreign interloper was a betrayal of the nation’s 
unspoken corporate insularity. Meanwhile, Philips’ CDi was hardly a 
cutting-edge gaming rig, with a library mainly consisting of edutain- 
ment. Nintendo willingly licensed its precious flagship properties to 
tiny European development houses that promptly unleashed such 


NINTENDO HAD RULED FOR THE 
DURATION OF THE 8-BIT ERA. — 


gems as The Legend of Zelda: The Wand of Gamelon and Hotel 
Mario on unsuspecting gamers. In other words, everybody ended up 
a loser...except maybe Nintendo, which was able to maintain control 
of its precious profits. 


OB PLS ATION IS BORN 

Sony, for its part, decided not to take Nintendo’s double-cross lying 
down. It pressed ahead with plans for the Super Disc, which it 
renamed Play Station. The specs were largely unchanged from those 
drafted with Nintendo's cooperation, and Sony’s console would 
retain the ability to play Super NES games. Meanwhile, the CDi 
turned out to be a horrible disappointment of a console, plans for a 
Philips-manufactured SNES add-on fizzled, and Nintendo still had to 
rely on Sony for production of the Super NES DSP. 

Unsurprisingly, the two companies shook hands and made up. 
The result was the announcement of a mishmash monstrosity of a 
system, with promised support for SNES carts and both Play Station 
and CDi format discs. Nintendo showed off impressive tech demos 
for the system, including a console version of Trilobyte’s cutting-edge 
FMV adventure The 7th Guest, but in the end, the delays and dis- 


failed to make significant inroads in the market, and Nintendo 
decided that disc-based media was too expensive and flimsy to bank 
on, The Play Station died a quiet death, and numerous games 
planned for the system were either scrapped or scaled back. For 
instance, Square's Secret of Mana was remade as a standard Super 
NES game, and the creators later complained that they'd been left 
with a glitchy adventure suffering from obvious holes where entire 
portions of the game had been excised. 


IN 
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Nintendo forged a deal with Silicon Graphics to create an ambi- 
tious 64-bit system called Project Reality, and Philips did its best to 
drum up interest in the CDi (with little success). Meanwhile, Sony 
refused to back down. Under Kutaragi’s direction, the Play Station 
was reimagined as a powerful 3D-capable machine with no connec- 
tion to its Nintendo-oriented roots. The project was rechristened 
PlayStation-X and reborn as a solo Sony venture. 

On May 10, 1994, Sony unveiled the final machine with its final 
name: PlayStation. Built around a powerful 33MHz R3000A chip, 
Sony claimed the system was capable of rendering 1.5 million poly- 
gons at 60 frames per second. The actual numbers were quite a bit 
lower in practice, but nevertheless, it was clear that PlayStation had 
far more polygon-pushing muscle than any of its competitors. 

The system featured unique innovations. The console’s front 
bezel housed two ports for memory cards, which allowed data for 
up to 15 games to be stored on an inexpensive portable card that 
could be transported easily and used independently of a single sys- 
tem or game. The back plate featured a serial I/O port that would 
allow two systems to be linked together, much like the Game Boy. 
Although few games actually supported this feature (thanks to the 
sheer impracticality of daisy-chaining multiple systems and televi- 
sions together), it was an interesting innovation that suggested 
Sony was interested in delivering an authentic arcade experience to 
home gamers. 

The PlayStation’s controllers were easily the system’s most overt 
nod to its Super NES heritage. Despite the addition of conical han- 
dies for improved ergonomics, the PlayStation’s controllers were 
basically Super NES controllers with a single significant difference: a 
second pair of shoulder triggers. Though few Super NES games had 
made effective use of the system's L and R buttons, Kutaragi realized 
that the system's emphasis on 3D gaming would require new input 
options and insisted on adding two more. Time would prove this to 
be an incredibly insightful decision. Multiplatform 3D games like 
Tomb Raider were far easier to play in their PlayStation incarnations 
than on other systems. 

While the PlayStation’s technical details were exciting in terms of 
sheer numbers, many gamers were skeptical. Sony was known for 
its consumer electronics, not its games; this was, after all, the com- 
pany responsible for such atrocious games as Hudson Hawk, 
Cliffhanger, and Hook. Power is all well and good, but the numerous 
failed consoles of the ‘90s proved that processing power alone is 
nothing without worthwhile software. 

It was something of a relief then when Sony announced that it 
had 164 licensees signed up to make games for the PlayStation. 
Ranging from the insignificant (Artdink) to the colossal (Namco, Cap- 
com), Sony's licensees were ultimately responsible for helping to 
realize the full potential of the PlayStation’s impressive power. More 
important, they denoted a level of creative support that Sony's com- 
petitors couldn't touch. 


When the PlayStation debuted in Japan on December 4, 1994, it 
didn’t exactly send a seismic shock through the industry. The sys- 
tem certainly sold well, but Sega was determined to go toe-to-toe 
with the newcomer and released its 32-bit powerhouse right before 
Sony's launch. According to many reports, Saturn actually outsold 
PlayStation for the first few months, despite its higher price and 
less-impressive 3D performance. 

Eventually, Sony's sales edged ahead, though the Saturn was 
never completely out of the game in Japan. However, when Sega 
launched its system in the United States the following summer, the 
Saturn arrived more or less dead in the water, thanks both to both 
an accelerated release date and Sega of America’s dogged determi- 
nation not to import many of the console’s best games. PlayStation 
hit U.S. stores on September 9, 1995, and the system immediately 
topped the charts. 


Sony Computer Entertainment America wasn’t taking any 
chances with its new baby. The most impressive trick in its launch 
salvo was to sponsor the 1995 MTV Music Awards, bringing the sys- 
tem to the attention of millions upon millions of young adults—aka 
the target demographic. (We would be remiss if we failed to note 
that Microsoft shamelessly adopted a similar strategy for the Xbox 
360 announcement.) 

PlayStation advertising was pervasive; Sony had the money it 
needed to plaster the brand all over the media and the perspicacity 
to make the investment. The initial batch of ads stumbled some- 
what—those who remember the failed system mascot that was 
Polygon Man have few kind words to say about him. But next to 
Sega’s bizarre bald-headed woman and Nintendo’s desperate 
entreaties to stick with 5-year-old technology, Sony's advertising 
seemed remarkably strong. And Polygon Man soon gave way to the 
cryptic U R Not e campaign, allowing the system to strike a comfort- 
able balance between coolness and accessibility. 

The launch wasn’t without its troubles, though. The initial cost of 
the system—$399—was far lower than that of previous CD-driven 
systems like 3DO, but it was still a bit steep for gamers accustomed 
to shelling out $200 or less for 16-bit systems. To make matters 


SONY HAD MONEY TO PLASTER 
THE BRAND ALL OVER THE MEDIA. 


worse, the console came without a pack-in title or memory card, 
meaning that to use the system, customers had to drop another $80 
to $90. 

There was also the not-so-insignificant issue of software quality. 
Despite the presence of a few gems (most notably Jumping Flash 
and Ridge Racer), the PlayStation’s first-generation titles offered a lot 
of flash but not necessarily much in the way of gameplay. At the 
time, it was easy to be dazzled by endless screens of fast, colorful 
polygons; in retrospect, though, few of those titles have weathered 
the test of time. 

Although the system's offerings soon improved, that first batch of 
games left a bitter taste in the mouths of certain gamers who were 
dismayed at the emphasis on visuals over gameplay. The arrival of 
PlayStation opened a schism in the gaming community. Fans had 
always drifted into opposing camps over which console was the 
best—Atari or Intellivision? Genesis or Super NES?—but with the 
move to 3D gaming there came a new rift: old versus new. Those 
who felt the medium was perfectly fun with old-style graphics 
tesented the complexity and sloppiness of polygon-based games, 
and rumors that Sony CEA had a strict policy of forbidding 2D games 
did little to endear them to the PlayStation. 

Despite these hiccups, the PlayStation soon rose to the top of the 
heap. And nothing, not even Nintendo's wildly hyped Project Reality, 
could dethrone it. 
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LEVELING THE FIELD 


WONDER CONSOLE MOWED DOWN ITS COMPETITION 
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Sega Dreamcast 


BATTLE ARENA TOSHNOEN 


It's little dated these days— 
OK, we'll be honest: It looks 
and plays horribly. But 10 
years ago, Toshinden was 
pants-wettingly cutting 
edge and perfectly summed 
up everything the PlaySta- 
tion wanted to be. More 
accessible than Virtua 
Fighter, fresher than Street 
Fighter, this was the game 
that people bought their 
PlayStations for. 
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RIDGE RACER 


Ridge Racer impressed 
every bit as much as 
Toshinden, but for other 
reasons. Namely, it was the 
most incredible arcade-to- 
home port ever seen. Every 
car, every blistering turn, 
and every rockin’ tune 
made it to the home version 
and demonstrated that 
Sony's sleek gray box had 
far more power than any of 
its competitors. The down- 
side: The loading times 
were so bad that Namco 
added a miniature version 
of Galaxian to appease rest- 
less gamers while data was 
being streamed from the 
disc. Welcome to the CD- 
ROM era! 
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MES THAT DEFINED THE PLAYSTATIO 


RESIDENT EVL 


Admittedly a straight-up 
rip-off of the PC adventure 
series Alone in the Dark (all 
the way down to the polyg- 
onal characters in static 
environments), Resident 
Evil was the first great 
example of Sony's commit- 
ment to quality, adult-ori- 
ented entertainment. Sure, 
the controls sucked, and 
the voice acting was 
worse. But for all intents 
and purposes, this was the 
game that helped the PS1 
grab gamers by the throat, 
chew on their jugulars, and 
gnaw on their brains. 


Although Eidos published 
Tomb Raider on PC and Sat- 
urn, itwas the PlayStation 
version that made Lara Croft 
a star—and gave the system 
its first mascot. (No, Polygon 
Man doesn’t count.) The 
announcement that Lara's 
sequels would be PlaySta- 
tion exclusives was a major 
coup for Sony; it was the 
ammo the system needed to 
fight off N64’s stiff Mario 
competition. 


Youlus 


FINALFANTASY UI 


Not only was FFV// a major 
blockbuster that sold sys- 
tems with its amazing 
graphics, and not only did it 
finally convince Americans 
that RPGs and anime were 
pretty OK after all, but it 
also signaled an important 
sea change in the industry. 
Final Fantasy had always 
been the exclusive prove- 
nance of Nintendo—in fact, 
an early real-time demo of 
FFVI characters offered a 
glimpse of what the N64 
would be capable of. But in 
jumping ship to PlayStation, 
Square was sending a 
clear signal: Sony's con- 
sole, not Nintendo's, was 
the vehicle of choice for 
creative expression. 


Parappa further cemented 
the underlying message 
delivered by FFVI/. Although 
it was the furthest thing from 
Square's flashy epic, it was 
quirky and original, and it 
beautifully fused video, 
music, and gameplay into a 
cohesive, hilarious whole. 
Parappa was a game that 
could exist only on CD-ROM, 
and only Sony was willing to 
publish something so inno- 
vative. Plus, its $40 budget 
price was carefully calcu- 
lated to make Nintendo's $70 
cartridges look even more 
like fossils. 
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Sony’s domination was a surprise to most people; even those who 
expected the PlayStation to be a success were caught off guard by 
just how successful it ultimately was. Steadily, methodically, the 
pieces fell into place to put the system ahead of the pack. 

PlayStation’s dominance was abetted by many factors, not least of 
which was Sony's willingness to leverage the advantages of the CD 
format. Cartridges had always been expensive, and as ROM sizes 
increased over the years, so did prices; the NES launched with most 
software falling in the $20 to $30 range, but each new wave of must- 
have software came with a higher price tag. By the time the PlaySta- 
tion arrived, games such as Chrono Trigger and Phantasy Star IV 
sometimes ran as high as $100. 

Sony initially followed the industry standard, asking the typical 
$60 for its games—but the company soon realized that it could break 
that standard and remain profitable. As PlayStation sales moved into 
the million-units-plus range, SCEA lowered the price of games to 
$50. In 1997, Sony introduced a “budget” line of games priced at 
$40. Sega followed suit. Nintendo, on the other hand, launched Pro- 
ject Reality (aka Nintendo 64) in 1996, doggedly clinging to the car- 
tridge format. Whether this decision was motivated by the high profit 
margins of cartridges, the fear of piracy, or simply a desire to thumb 
its nose at Sony, it was universally regarded as a poor one. N64 soft- 
ware offered less content for more cost, a crucial weakness in the 
console that was supposed to trounce PlayStation. 

It wasn’t just gamers who balked at the high cost of N64 games; 
the formats limited storage capacity and expensive production 
requirements scared away most third-party developers as well. Many 
publishers (including Capcom and Acclaim) had taken a serious 
financial hit when they overproduced 16-bit carts, and few were 
eager to stick their necks out again. Sony offered a much safer busi- 
ness model, a high installed base, and a growing brand name. 
‘PlayStation became synonymous with gaming, just as Nintendo had 
been 10 years before. 

The system's position was strengthened by a rash of developer 
and publisher defections that went hand-in-hand with the publishing 
model—a major sign that everything that was going wrong in Nin- 
tendo’s camp was going right for Sony. While Nintendo focused on 
its “Dream Team” of developers, Sony courted any and all comers. 
The first and most dramatic defection came in 1996 when RPG giant 
Square announced it would be bringing its Final Fantasy series (and, 
in fact, all its games) exclusively to PlayStation. Enix soon followed 
suit with its Dragon Quest franchise. This effectively sealed the N64’s 
fate in Japan: The two developers responsible for the country’s most 
popular games had abandoned the company that had turned them 
into giants. 

Things weren't any rosier on the Saturn side, either; the system 
found itself starved for content as Sega methodically alienated loyal 
publishers like Working Designs. Slowly, inevitably third-party sup- 
port for the N64 and Saturn dwindled as the PlayStation library burst 
at the seams with fantastic exclusive content. 

Significantly, PlayStation marked the first time since the Atari 2600 
era that Western developers and publishers were as vital a force as 
Japanese creators. British developer Psygnosis was absorbed into 
the Sony corporation and created Wipeout, a blistering futuristic 
racer that did for PlayStation what F-Zero had done for Super NES. 
Incog’s Twisted Metal, Gremlin’s Loaded, Insomniac’s Spyro the 
Dragon, Eidetic’s Syphon Filter—all were top-notch original creations 
that helped make the system a best-seller, and all were designed in 
Europe or America. Western developers even dabbled in console 
genres that had always been dominated by Eastern companies. For 
instance, when Japanese-developed RPGs were slow to trickle over- 
seas, Crystal Dynamics filled the void with the superb Blood Omen: 
Legacy of Kain. 

Kain was significant as more than just an attempt to reclaim the 
RPG genre from Japan; it also signified one of the first attempts to 


make effective use of the ESRB’s Mature rating. “Mature” software in 
the 16-bit era was generally blood-soaked comic-book nonsense 
along the lines of Primal Rage and Mortal Kombat. But developers 
found that Sony's relaxed content policies offered them the freedom 
to truly explore adult themes. Legacy of Kain, for instance, told the 
story of a man who had been cursed with vampirism and set out for 
revenge against his tormentors. Players were forced to decide 
whether it was worth slaughtering innocents in order to maintain 
their antihero's health. 


NINTENDO SOFTWARE OFFERED 
LESS CONTENT FOR MORE MONEY. 


The change in content was a welcome nod to the fact that 
PlayStation appealed to an older crowd than its predecessors had. 
While the competition continued to play to its usual audience of 
teens (and younger), Sony recognized that people who were teens 
(and younger) when they bought an NES or Genesis were becoming 
adults who still enjoyed gaming. By targeting these adult gamers, 
the PlayStation was able to expand its market beyond its built-in 
demographic. 

There was no shortage of pandering, of course. Eidos was among 
the worst offenders, turning the minor lesbian subtext of Fear Effect 
2: Retro Helix into the centerpiece of its ad campaign, for instance. 
But on the whole, Sony’s efforts helped push the medium further 
into the mainstream, creating a bigger market not only for itself, but 
for everyone in the business. 

By the time the PlayStation’s successor launched in October 2000, 
Sony had made its console into a giant whose life was further 
extended by the compact PSone unit and the PS2's backward com- 
patibility. The system's final U.S. release arrived last fall (in the form 
of EA's FIFA Soccer 2005), meaning that all told, the PlayStation 
lasted nine years on the market. That puts it on par with the NES and 
Atari 2600, which in turn were only surpassed by SNK’s NeoGeo 
(which has always proven to be the exception to a lot of rules). 

So what hath the PlayStation wrought? It’s perfectly reasonable to 
say that Sony's sleek little 32-bit machine was responsible for bring- 
ing the gaming industry back from the brink of self-destruction. By 
making the medium accessible, affordable, and appealing again, 
PlayStation helped make videogames into the multibillion-dollar 
industry it is today. 

As gamers brace themselves for a new hardware generation, it's 
easy to speculate about what will happen in the next few years. Will 
PlayStation 3 continue Sony's winning streak? Will Xbox 360 pull 
ahead? Will Nintendo survive? Whatever happens, we wouldn't be 
where we are today without the help of the original PlayStation. 
Happy birthday, little guy. « Jeremy Parish 
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REVIEW ARCHIVE 


Game names in black bars indicate a Greatest 
Hits title. Names in sed indicate a score of 5 
out of 5. The * symbol indicates the game 
supports online play. 


GAME 


Ape Escape: On the Loose 
[Archer Mactoan’s Mercury 

ATV Offroad Fury: Blazin’ Trail 
Coded Arms 

Darkstalkers Chronicle: TCT 
Dynasty Warriors 

FIFA Soccer 

Gretzky NHL 

Hot Shots Gol: Open Tee 

Lumines 

Metal Gear Acid 

MiB 

MVP Baseball 

NBA 

NBA Street Showdown 

Need for Speed Underground Rivals 
NFL Street 2: Unleashed 

Rengoku: The Tower of Purgatory 
Ridge Racer 

Smart Bomb 

Spider-Man 2 

Tiger Woods PGA Tour 

Tony Hawk's Underground 2: Remix 
Twisted Metal: Head-On 

Untold Legends: Brotherhood 
Wipeout Pure 


World Tour Soccer 


hack/INFECTION 
hack//MUTATION 
hack//OUTBREAK 
hack//QUARANTINE 
18 Wheeler American Pro Trucker 
4x4 EVO 
2002 FIFA World Cup 
Ace Combat 04; Shattered Skies 
Ace Combat 5: The Unsung War 
Activision Anthology 
‘Aero Elite: Combat Academy 
The Adventures of Cookie & Cream 
Aggressive Injine 
Airblade 
Airforce Delta Strike 
Alias 
Alien Hominid 
Aliens Versus Predator: Extinction 
All-Star Baseball 2002 
All-Star Baseball 2003 
All-Star Baseball 2004 
All-Star Baseball 2005 
Alter Echo 
American Idol 
‘Amplitude 
‘Antz Extreme Racing 
‘Ape Escape 2 
‘Ape Escape: Primed & Pum 
Aqua Aqua 
Arc the Lad: End of Darkness 
Arc the Lad: Twilight of the Spirits 
Arctic Thunder 
‘Area 51 
‘Armored Core 2 


Armored Core 2: Another Age 
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PUBLISHER SCORE ISSUE 


Sony CEA 
Ignition eee 


Sony CEA eee 


Capcom eee 
Kos 
EA Spor 
Sony CEA eee 
Sony CEA 
Ubisoft 
Konami 


Sony CEA 


EA Games 
EA Sports Big 
Eidos 
Activision 

EA Sports 
Activision 
Sony CEA 
Sony Online 
‘ony CEA 
Sony CEA 


Bandai 
Bandai 
Bandai 
Bandai 

Acclaim 

GOD Games 


EA Sports 


Namco 
Activision 
Sega 
Agetec 
Acclaim eee 
Namco eeee 
Konami eee 
Acclaim eee 
0-3 Entertainment eeee 
EA Games 
Acclain 
Acclaim eee 
Acclaim eee 
THO ee 
demast 
Sony CEA 
Empire o¢ 
Ubisoft eee 
Ubisoft eee 
Namco 
Sony CEA 
Midway © 
Midway @ 
Agetec eve 


Agotec eee 
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Armored Core 3 Agetec eee 
‘Armored Core: Nexu 

‘Army Men: Air Attack 

Army Men: Green Rogue 

Army Men RT 

Army Men: Sarge’s Heroe 
Asterix & Obelix Kick Buttix 
Astro Boy 


Atari Anthology Atari ee 


Atelier Iris: Eternal Man NIS America eee 
Athens 2004 

ATV Offroad Fury 

|: ATV Offroad Fury 2 


ATV Offroad Fury 3 


ATV Quad P 


y CEA eon 


Auto Modellista 
Backyard Baseball 
Backyard Wrestling: D 


Strike Virtual Fishing Tournament THO @« 

Batman: Rise of Sin Tzu fee 
Vengeance Ubisolt eee 

Battle Assault 3 Bandai eee 

Battle Engine Aquila 

Bottlestar Galactica 


Beyond Good & Evil 


me 
Black & Bruised 


Blade I! 


BloodRayne 2 


Blood Will Tel 


Bombastic 
f Fire: Dragon Capcom 
ney’s Danc: HO. 
Brothers in Arms: Road to Hill 30 ° 
Square EA 


Sivrra/Fox @ 


‘nout 2: Point of Impact 
Burnout 3: Takedown 


ly Martian: 


Activision 

Activision @ee 

Activision e@ee« 
all of Duty: Finest Hou Activision eeee 
pcom Fighting Evolution Capcom 
Capcom vs. SNK 2 Capcom 
Carmen Sandiego: The 
CART Fury 
Casper: Spirit Dimensions 

ania: Lament of Inno Konami eeee 


Choplitter: Crisis Shield Xicat eee 


Chorod Ailus eee 
Tak 


Capcom 
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REAL-TIME 
SCARCITY 

Due to the difficulty of 
coming up with a 
decent console control 
scheme, real-time 
strategies have never 
made it big on con- 
soles. That said, Army 
Men RTS—trom Mer 
cenaries developer 
Pandemic—is easily 
one of the best. 
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HATE THE SINGER, 
NOT THE GAME 
Say what you will 
about the subject, the 
gameplay of Britney's 
Dance Beatis actually 
pretty damn good. It's 
one of the few devia- 
tions from the falling- 
arrows DORstyle of 
thythm games, and 
that's som 

proud of 


Cold Fear 
Cold Winte 
Colin McRae Rally 3 
Colosseum: Road to Freedom 
Combat E 11 Paratrooper 
Commando: n of Courage 
|Conflict: Desert Storm 
Conflict: Desert Storm I 
Conflict: Vietnam 

t Zone 


Constantine 


001 Boarders 2001 


|Crash Bandicoot: Wrath of Cortex 


| Crash Nitro Kart 
“Crazy Taxi 
Crimson Se 


Hidden Dragon 


Dark Angel: Vampire Apocalypse 
‘Dark Cloud 

Dark Cloud 2 

Dark Summit 

Dave Mirra Freestyle BMX 2 
DOR Extrame 

ODRMAX 


DRMAX 2 


|Dead to Rights 
Dead to Rights 1 
Death by Deg 
| Def Jam Vendetta 

1m Fight for NY 
Defender 
Destroy All Humans! 

Destruction Derby Arenas 
Deus Ex: The Conspiracy 
Devil May Cry 
Devil May Cry 2 


| May Cry 3: Dante's 
Digimon Rumble Arena 2 
Digimon World 4 

Digital Hitz Factory 

Dino Stalker 

Disaster Report 

Disgaea: Hour of Darkness 
Disney Golf 

Disney's Extreme Skate Adventure 
Disney's PK: Out of the Shadows 
Disney's Treasure Planet 


Dog's Life 


jonald Duck: Goin’ Quackers 


Dragon Ball Z: Budokai 3 
Dragon Ball Z: Sagas 
Dragon Rage 

Drakan: The Ancients’ Gates 
Drakengard 

ORIV3R 

Driven 

Driving Emotion Type-S 
Orome Ra 

Dropship 

Dual Hearts 

Duel Masters 


Dukes of Ha 
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) Games eee 
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Global Stor 
Sony CEA 


Universal 


Vivendi Universal 
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Capcom 
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Namco eee 
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Namco 


EA Games eeeee 
Midway eee 
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Sony CEA @ 


Square Enix USA ee 


Bame 
Square EA eee 
EA Games ee 
Bam eoee 
Atlus eee 
Atarieee 89 
Lee Ubisoftese: 87 


Kovieeeer 61 
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Dynasty T: 
Dynasty 
Dynasty Wa 


High Heat MLB 2004 


Hitman 2: Silent Assassin 


Hot Shots Golf 3 
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ESPN Vi seeee BLAST FROM 
eee THE PAST 
eoeer 8 Eternal Ring was one 
of the very first PS2 
game: d n 3 Jak and Di if. The Precursor Legacy 
It's a very, very slow a E Jak 
paced RPG with grapt : 3 
ics that looked amazing he A d James Bond 007: Agent Under Fire 
at the time. And now? ft 8 James Bond 007: Everything or Nothing 
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Sony CEA eee 
Sony CEA eeeee 
EA Games cece 


EA Games coves 
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Well, let's just say that ti ft terplay James Bond 007: NightFire 
the game hasn't ri 
held up all th 


Sony CEA eeeee 


Ft Career Challenge 
F1 Championship 


FICh 


FIFA 2001 M 

FIFA 2002 

FIFA Soccer 2003 
FIFA Soccer 2004 
FIFA Soccer 2005 
FIFA Street 

Fight Clu 


+ Fight Night 2004 


Final Fantasy X-2 
Final Fantasy XI 


F tasy XI: Ch 


EA Games eoees 
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TOMMY VERCETTI 
el = Vice City’s antihero did 15 years in a Liberty City prison 


for homicide. 


| q “CARL JOHNSON 
\ Drive-bys, drug deals, and armed robbery are all in a 
7. . a 


San Andreas day's work. 
= WINNER TOMMY YERCETTI 


CJ cares too much about his family to reach Vercetti's 
level of depravity. Plus the gimp suit... 


JACK SLATE 
His salty language and ’80s-action-hero ‘tude endear 


Dead to Rights’ star to 12-year-olds around the world—a 
couple at least 


MAX PAYNE 
Vy The hard-boiled originator of “bullet time” knows how 


to handle a gun. 

= WINNER JACK SLATE 
In the battle for generic douche bag supremacy, bad 
taste must prevail. 


LIU BEI 
Thousands upon thousands of mindless soldiers have 


fallen under the sword of this dynasty warrior. 
= “KING OF ALL COSMOS 
fewer The effeminate god of Katamari Damacy destroyed 
every star in the universe while on a drunken rampage. 
# WINNER KING OF ALL COSMOS 
Ordered every man, woman, child, mariachi band, and 
Godzilla on earth rolled into a giant ball 


SBATMAN 
A ny Packs a mean crotch punch in the Batman Begins game. 


= “HOMER SIMPSON 
Impervious to Taser shocks, nuclear waste, gunshots, 
ate cannon balls, and relentless head trauma. 
# WINNER HOMER SIMPSON 
Batman's obsession with justice loses to Homer's bot 
tomless selfishness. 


WR ans 


~y 
, ) Great white sharks are kniown to swallow 30 pounds of 
flesh in a single bite 


MR. MOSQUITO 
You may not have played Mr. M.'s self-titled game, but 


ounterparts spread malaria and West Nile 
gs that kill thousands every year. 
a WINNER JAWS: 
While his actual kill count pales, Jaws strikes fear into 
the hearts of millions. 


“HOMINID 
Looks cartoon cute in Alien Hominid but often bites the 


heads off his enemies. 


A “SHADOW THE HEDGEHOG 
«Sonic knows how to make a buck: Goth dye-job and a 


newfound fondness for guns. 
= WINNER HOMINID 
Too punk rock for 3D. 


B SUNY) (TY THE Tasmanian ricer 
allt ( Onscreen, Ty is kid-friendly fare. Offscreen, his famous 
J 


LA. parties often end in overdose and gunfire. 


SRAZ 
&. Sorts out the mentally insane characters of Psychonauts 


by diving into their minds. 

# INNER TY THE TASMANIAN TIGER 
Raz never stood a chance against the Tasmanian Ter- 
ror, who reportedly assaulted Crash Bandicoot at a 
charity event last year. 


BAM MARGERA 
This Tony Hawk alumnus is famous for humiliating his 


parents on national television. 
its 
93 HONDA CIVIC SI 
4 “= _ Ruthlessly slams into opponents to keep up momentum 
— 2 in Gran Turismo. 

a HINER '93 HONDA CIVIC St 
The Civic gets better mileage than Margera’s tired 
routine. 
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VIDEOGAME 


PLAYSTATION'S TOUGHEST, CRAZIEST, EVILEST 


Tommy Vercetti vs Jack Slate 
INNER TOMMY VERCETTI 

Tommy doesn't like nosy cops. He dumps the body off a 
pier and heads for the closest Pay ’N’ Spray. 


Tommy Vercetti vs. King 
of All Cosmos 

WINNER 
TOMMY VERCETTI 
Sure, you could use your 
in-game freedom to roll a 


bunch of novelty items 
into a ball, or you could 
pick off pedestrians with 
a sniper riffle until the 

tanks show up. 


King of All Cosmos vs. Homer Simpson 
“ER KING OF ALL COSMOS 
In the competitive-eating portion of our contest, the King 


easily laid to waste his human (if gluttonous) adversary. 


Tommy Vercetti vs 
Ty the Tasmanian Tiger 
WINNER TOMMY VERCETTI 
Vercetti knows Ty’s type, 
coked out and bleeding 
money, desperate for 
attention. Ty signed away 
his own image rights by 
the end of the night. 


Hominid vs. Jaws 
WINNER JAWS 

Wins on sheer number of teeth, which are retractable, Ty the Tasmanian Tiger 
vs. Jaws 
WINNER TY THE 
TASMANIAN TIGER 
Rumored to have kicked 


heroin with a full blood 


like cat claws. 


transfusion from a Peru- 
vian boy (whose parents 
were paid handsomely 


for their sacrifice). 


y ia 


"93 Honda Civic Si vs. Ty the Tasmanian Tiger MLL AAA AAA LL 


WINNER TY THE TASMANIAN TIGER 
Ty had a car—till his license was permanently revoked by 
a third-strike DUI. 


driving, 


nto videogame 


INFAMY 


CHARACTERS DUKE IT OUT by Robert Ashley 
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Barry Bonds vs. Dante 

WINNER DANTE 
There are serious doubts as to how Bonds would fend off 
the minions of hell armed only with a baseball bat. 
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Kratos vs Revolver Ocelot 

WINNER REVOLVER OCELOT 

You don’t bring a knife to a gunfight. Plus, Ocelot 
doesn't have any frat-boy tribal tattoos. .or that 
‘Starbucks barista goatee. 


Revolver Ocelot v= Dante 
WINNER 
REVOLVER OCELOT 
Less likely to listen to| 

Depeche Mode.| 


A 
a os y 
Revolver Ocelot vs 
James Earl Cash 
NNER JAMES EARLCASH 
Germany, Australia, and 


New Zealand banned 
Manhunt outright. 


Sephiroth vs 
James Earl Cash 
WINNER JAMES 

EARL CASH 

‘Summon spells vs. grue- 

‘some stealth kills. 


Sub-Zero vs. Sephiroth 
WINNER SEPHIROTH 


Not as closely associated with bad techno music or 
those crappy Mortal Kombat games. 


AL 


ie James Earl Cash vs. Harman Smith 
RRR oe oo WINNER JAMES EARL CASH 
. } - Manhunt's grainy video style feels more evil than Killer 
7’s cel shading. Playing Manhunt feels more evil than 
anyone is comfortable with. 


BARRY BONDS” 
Responded to infidelity scandal by dragging his teenage 
‘son to press conferences. 
us 
MARCUS HILL” 
ingested ecstasy, cocaine, amphetamine, LSD, and 
marijuana—but still couldn't make NARC fun, 
WANNER BARRY BONDS = 
He does real drugs. Allegedly. 


- 


ALUCARD” 
Being the son of Dracula in Castlevania: Symphony of 
the Night has to count for something. 
DANTE 
Genetically, he’s half devil (May Cry). But in terms of 
sex appeal, he's all man. 
WINNER DANTE « 
His hair is (slightly) less wussy than Alucard’s 
Jong golden locks. 


ADM INI 1 


Pi. 
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This Russian John Wayne sports ai 
Yosemite Sam mustache in Metal Gear Solid. a 
YOUNG REVOLVER OCELOT® 

Holy time paradox! MGS3 showcased a younger, 

mewling, mustacheless Ocelot who was still plenty 

capable of kicking ass. 

WINNER OLD REVOLVER OCELOT « 

A handlebar and some experience will get you far. 


THE PRINCEF + An 
Copped a surly attitude and a penchant for decapitation \ 
after the poor sales of Sands of Time. 
us 
KRATOS” 
Look at God of War's cover. Those blades-on-chains 
things? Fused to his arms, 
WINNER KRATOS = 
Begins his game by committing suicide. 


ANAKIN SKYWALKER” 
This grumpy teenager killed a room full of adorable little 
Jedi in Episode il. 


SEPHIROTH” F § 
This grumpy teenager burned an entire village full of 


innocents to the ground in Final Fantasy VI. 
}ANNER SEPHIROTH ® 
Didn't have those embarrassingly bad scenes with 
Natalie Portman (aka Preggo Padme). 


SUB-ZERO? © 
Known for ripping both head and spinal column from Pe 


the bodies of his Mortal Kombat foes. 


TRAVIS BICKLE? 
“You talkin’ to me? You talkin’ to me?” Taxi Driver's 
Travis is the archetype of psycho badass. 


WANNER SUB-ZERO = 
Mortal Kombat outraged several senators around 
election season. 


SWEET TOOTH” 
Serial killer, dresses like a clown, drives Twisted Metal's 
ice-cream truck, forever cursed with flaming scalp. 
us 
JAMES EARL CASH” 
Spends the duration of Manhunt performing grizzly 2 
murders for snuff films. ri 
WINNER JAMES EARL CASH = 
Faces Piggsy, a chain-saw-wielding psychopath who 
wears the skin and head of a pig. 


AGENT 477 =z 
This cue-ball-headed hitman kills ‘em dead in his be 
snazzy suit. 
usr 
soon |e 
Killer 7's wheelchair-bound assassin has seven : 
psychotic personalities. 
WINNER HARMAN SMITH = 
‘Smith's commitment to teamwork beats 47's 
Jone-wolf approach. 
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—September 9, 1995, to be 
exact—the PlayStation debuted in America and 
transformed a kids’ hobby into something 
adults could enjoy unselfconsciously. 

This year also marks the 20th anniversary of 
Nintendo’s stealthy resuscitation of the U.S. 
gaming industry with its innocuous gray box 
known as the NES. Oh, and Home Pong (which 
created the home gaming industry) is celebrat- 
ing its 30th anniversary as well. 

Revolutions, at least in this medium, seem to 
come once a decade. Of course, there's a bit of 
fudgery with those numbers; the NES actually 
debuted in Japan in 1983, and the PlayStation 
launched there in December 1994. Particulars 
aside, the point is that gaming undergoes a 
seismic shift once every 10 years. 

1975. 1985. 1995. Brace yourselves: It’s 2005. 

Which new console will be the harbinger of 
change? The obvious answer would be the 
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JEREMY PARISH 


toastyfrog.,1UP.com 


Xbox 360—due by year’s end, Microsoft's 
next system will squeak in just under the 10- 
year-cycle wire. 

Then again, maybe it’s not so obvious. 
Few of the Xbox 360 titles demoed at E3 
made gamers stand back and take notice. In 
fact, the games mostly looked like shinier 
Xbox fare. At E3, Capcom's Keiji Inafune 
gushed about how the 360 offers developers 
unlimited potential to put new ideas into 
action. Then he unveiled Dead Rising...a typi- 
cal melee combat game whose only appar- 
ent nod to that “unlimited” potential was a 


console ports, but the system itself is some- 
thing genuinely new. The next generation of 
consoles, on the other hand, looms like more 
of the same, only with prettier-looking 
games. Remember to buy an HDTV to get the 
full benefit! Oh, and now there's “pay as you 
play”—seems our wallets will be the first 
against the wall with this revolution. 

Looking back, gaming's previous land- 
marks have been about content, not graph- 
ics. NES gave developers the palette they 
needed to create console adventures with 
the depth of a PC RPG; Zelda, Dragon Quest, 
and Metroid could never have been made 
before the NES. With the PS1, Sony mar- 
keted its system to an older audience than 
typically played console games. More impor- 
tantly, the company gave developers the 
freedom to create games with themes appro- 


GAMERS ARE READY FOR A 
CHANGE. IS SONY? 


single scene with hundreds of zombies shuf- 
fling around at once. Not exactly the stuff of 
which the future is made. 

But wait—2005 has already seen a console 
debut in the PSP. Sony has put into gamers’ 
hands a system that offers most of the perks 
of the Game Boy, but with better graphics 
and built-in media-playback capabilities. The 
system's janky design quirks need a little 
refinement, and software support for the near 
future is a thin dribble of racing games and 


PUBLISHER ISSUE 


Rockstar eee 76 


Max Payne 


‘Maximo: Ghosts to Glory 


priate for their new audience. 

The PSP is first and foremost a game sys- 
tem—one with the ability to lure adults to a 
gaming space that lately has been domi- 
nated by Pokémon-flavored fare geared 
toward the 8-to-10-year-old set. PSP has the 
Tate lecvel(-inleom Come (ot CoM olelat-le) (Melanie MULLS 
the PS1 did to consoles—all that’s missing is 
the software. Given the hype around PSP, 
gamers are clearly ready for a change. The 
question is: Is Sony? 


eadly Alliance 


NASCAR 2005: Chase for the Cup 
NASCAR Thunder 2003, 
NASCAR Thundor 2004 
to Daytona 
|NBA 2x2 
NBA 2K3 
NBA Ballers 


NCAA Final Four 2004 
NCAA Football 2002 
NCAA Football 2003, 
NCAA Football 2004 
Football 200 
NCAA GameBroaker 2001 
NCAA GameBreaker 200 


Need for Speed: Hot Pursuit 2 


NFL GameDay 
NFL Qi 
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EA Sports evese 73 
Infogrames eee § 
Sega Sports 
Sega Sports eveee 63 

Midway Sports eeee 80 
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SURPRISING 
ADEQUACY 
Pretty much everyone 
expected Pirates: The 
Legend of Black Katto 
suck. So imagine our 

surprise when it turned 
out to be a not-half-bad 
a nture game with 


fun naval battles! 


VAL hikthiL 


RED DEAD 2? 

At Sony's E3 press con- 
ference, the montage 
of PS3 game footage 
included an unna 

Old West-looking 
demo from Rockstar. 
Could this be a sequel 
to the surprisingly good 
Red Dead Revolver? 
Rockstar, being Rock- 


star, ain't talking 
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Psi-Ops: T 


Psychonauts 


Ratchet & Clank: Going Commando Sony CEA eeeee 75 
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Ratchet & Clank: Up Your Arsenal ° 8 


Rayman 2: Revolution 
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Resident Evil Code: Veronica X Capcom eecer 48 
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‘Scooby-Doo! Night of 100 Frights 
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Ico 


\PPEAI 


Next month’s disc will offer an exclusive hands-on demo of the 
newest creation from Fumito Ueda and Kenji Kaido, Shadow of the 
Colossus. \f that doesn’t excite you, then clearly you've never 
played their 2001 masterpiece, /co. While it’s one of the most 
undisputed critical darlings of the current generation, Ico is the 
subject of heated debate between people who think the game is 
woefully underappreciated and those who find it overrated. Such 
polarized views might seem a little odd—but then, Ico is hardly 
your typical game. 

At the time of its creation, [co represented a stylistic departure for 
producer Kaido, whose previous work for Sony CEI included deliri- 
ously cheerful fare such as Ape Escape and Tomba. But his team’s 
PS2 debut shared the same iconoclastic approach to game design as 
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those earlier productions. On its surface, [co hews to the save-the- 
Princess formula that's been a part of gaming for decades: A young 
adventurer named Ico finds himself trapped in a hostile environment, 
underequipped but determined to battle the forces of evil and save a 
beautiful captive. Old news, right? 

Not really. /co isn’t your typical adventure, and the difference is in 
the details. From its opening moments, the game sets itself apart 
from its contemporaries with its stunning visuals. Initially a PS1 title, 
Ico doesn't set any technical benchmarks for the PS2. But its world is 
rich with atmosphere and an oppressive sense of isolation. The 
immense scale of the crumbling castle constantly reminds players of 
their vulnerability. 

Its story is the stuff of fairy tales—that is, real fairy tales, in which 


things are rarely happy. The game begins in true brothers Grimm 
style, with Ico being abandoned to die by the people of his village for 
the “crime” of having been born with horns. The castle that is to 
serve as his tomb is ruled by a cruel queen who commands a legion 
of shadow wraiths. But there is light amidst the shadow, quite liter- 
ally: a caged princess named Yorda whose white dress is radiant in 
the castle's gloom. 

The relationship between Ico and Yorda gives the game its heart. 
Rescuing the princess requires players to guide her every step of the 
way, physically taking her hand to lead her from room to room. And 
when the shadow wraiths approach to kidnap Yorda for the queen, it 
is Ico’s task to fend them off. Yorda, for her part, doesn’t always 
make things easy; she frequently wanders off as Ico explores the 


The Japanese version of 
Ico {in addition to having 
way better cover art than 
the U.S. release) features 
a special bonus: Upon 
completing the game, you 
can play through it again 
and see Yorda’s subtitles 
translated into Japanese. 
This feature wasn't made 
available in the U.S. ver- 
sion, but a quick Google 
search will yield a fan- 
twanslated script. Still, 
maybe it's better not 
knowing what she says; 
after all, Ico and Yorda 
never understood a word 
the other said, but the 
bond between them was 
powerful nonetheless. 


scenery for the next route. Yet in the end, players are forced to rely 
on this frail, unpredictable girl to succeed. 

There is a peculiar otherworldliness to Ico, but in the end, the 
experience is about the bond between two children—a remarkable 
touch of humanity in what is often a heartless medium. While not a 
perfect game, it's certainly one of the most memorable. Hunt down 
the full game if you're so inspired and see if you can understand why 
we're looking forward to this team’s next venture. 
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The Simpsons: Hit & Run 


GOD OF WAR 


“It's been quite a while since | played a game that revitalized my 
entire console. God of War made me feel as if | was playing my 
PS2 for the first time. This game breathes new life from beginning 
to end; the story alone consumed me from the moment Linda 
Hunt spoke. Her voice some how enveloped me. It made we want 
to discover Kratos’ troubled past—OK, let's cut the crap. This 
game is probably the most gory, violent, ruthless game | have 
ever played, and you know what? | loved every single minute of it. 
For those precious hours | didn’t just play as Kratos, but | felt | 
was him. | was his conscience, not some brain-drained kid in front 
of television. | controlled the unimaginable power of the Blades of 
Chaos, tearing up—no, shredding—no, slicing foes like they were 
butter and | was the hottest knife known to man. Beautiful graph- 
ics, unbelievable animations, and unforgettable gameplay make 
God of War not a game, but the game. Oh, did | mention the story 
is really good?” 


“It reminded me why | like to play games.” 
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| / The Sims: Bustin’ Out 
Sitting Ducks 
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GOING BACK TO. 
SOUL CALI 

If you don't get a mag: 
zine next month, you 
can safely a 

because we 

playing too much Sou! 
Calibur IIlto do any 


work. 


| Star Wars Starfighter 


STAR WARS: 
EPISODE Ill REVENGE OF THE SITH 


“| have never played a better Star Wars game for PS2. | came in 
thinking, ‘Well, the last one wasn’t amazing, so don’t get your 
hopes up,’ but two days later | ended up with the satisfying feeling 
of completing a great game. You end with an amazing alternate 
ending called ‘The Ultimate Revenge of the Sith’—speaks for itself, 
doesn't it? And this game has some great bonus missions, too (go, 
Yoda!). Anakin being tempted to the dark side, Kenobi pulling him 
back...this game is full of sweet moves and supercool movie pre- 
views. My only complaint is that it takes about nine hours to beat, 
but hey, that’s what the awesome player-versus-CPU or player-ver- 
sus-player dueling is for. And it even has co-op!” 


“Neither of the two main playable characters really gets a chance 
to show what being a Jedi Knight is all about.” 


Want to have your say about a recent game? Send your review 
(don't forget the score!) to opm@2ziffdavis.com with the subject 
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Virtua Fightor 4 
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COMING NEXT MONTH 


WHAT WILL OCTOBER LOOK LIKE IN OPM WORLD? 


PGA Tour 200: 


Tiger Woods PGA Tour 2004 


TimeSplitters 
TimoSplitters 2 
TimeSplitters: Future Perfect 8 
TOC 2 Codemast 86 World Soccer: Winning Eleven 6 Int! 
World Soccer: Winning Eleven 7 Int! 
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ON THE COVER 


Exclusive review of Shadow of the Colossus! 


ON THE DISC 

PLAY IT! 

SHADOW OF THE COLOSSUS 

Not sure if you agree with our review? Try out the 
game for yourself! 

BURNOUT REVENGE 

Play the sequel to OPIM's 2004 Game of the Year! 
THE SUFFERING: TIES THAT BIND 

Bring on the pain in this sequel to last year's hit! 
L.A. RUSH 

Classic arcade driving goodness comes to your PS2! 
LEGEND OF KAY 

Mythic Chinese backdrops house platforming action. 
ONE PIECE GRAND BATTLE 

Who wants to be King of Pirates? 


Tom Clancy's Splintor Cell Chaos Theory 
Tom Clancy's Splinter Cell Pandora Tomorrow w 
‘Tomb Raider: The Angel of Darkness [Be WRC: World Rally Championship 
#Tony Hawk's Pro Skoter 3 less: The Yakuza Mi 
FTony Hawk's Pro Skator4 
ound K 
WWE SmackDown! Here Comes the Pain 
WWE SmackDown! Just Bring ft 
WWE SmackDown! Shut Your Mouth 


Xenosaga Episode |: DWZM 


Plus, two fantastic demo classics! 
SLY COOPER AND THE THIEVIUS RACCOONUS 
SLY 2: BAND OF THIEVES 


Yu-Gi-Oh! The Duelists of the Roses 
M WATCH IT! 

STAR WARS BATTLEFRONT Il 

BLITZ: THE LEAGUE 

INDIGO PROPHECY 

RADIATA STORIES 

MOTO GP4 

SLAI STEEL LANCER ARENA INTERNATIONAL 

PLAYSTATION AT E3: 

GAP AT THE SONY PRESS CONFERENCE 


ae 


www.1UP.com | 113 


eee ee 


OPM is just four issues away from No, 100. Continuing with the 
theme of the last few months, we're taking a look at Issues #45 
through #55. You're going to start noticing games that sound more 
familiar, franchises that are still huge today, and the debuts of some 
true classics. Join us for this trip down memory lane. 


Reviewed: The Simpsons Wrestling (2/5), 
Star Wars: Super Bombad Racing (2/5), 
Board Game: Top Shop (4/5) 

Previewed: Final Fantasy X, Herdy Gerdy 
Most prescient quote: “We can expect the 
PS3 to be a box that...integrates seamlessly 
with all the other kinds of entertainment 
you'd want blaring from your HDTV.” 


ISSUE #46: JUL'Y 200) 

Cover story: Tomb Raider 

Reviewed: Gran Turismo 3 (5/5), Dark Cloud 
(5/5), Crazy Taxi (4/5), Red Faction (5/5) 
Previewed: Jak and Daxter, Tony Hawk's 
Pro Skater 3, Devil May Cry, NBA Street 
Err, right: “| want [the audience] to feel as if 
they were watching live humans on film.” 
—Final Fantasy: The Spirits Within director 
Hironobu Sakaguchi 


ISSUE #47: 2 
Cover story: Final Fantasy 

Reviewed: Twisted Metal: Black (5/5), 
Klonoa 2 (4.5/5), NBA Street (5/5) 
Previewed: Spy Hunter, Maximo, SOCOM: 
U.S. Navy SEALs, Frequency 

Most perplexing revelation: Sony 
announces partnerships with AOL, Real 
Networks, and Macromedia for the PS2's 
online strategy. So far all three are still MIA. 


Pla Sta ion Cover story: /co 
ly moum Reviewed: Resident Evil—Code: Veronica X 
iy_v.% (4.5/5), Extermination (2.5/5), City Crisis (3/5) 

Cc i) Previewed: SSX Tricky, Onimusha 2, Stunt- 

sé man, Baldur's Gate: Dark Alliance 

Understatement of the month: “I'm not in 
the business of selling games to 10-year- 
olds. | categorically admit that I'm s*** at 
it.” —Rockstar cofounder Terry Donovan 


Reviewed: Time Crisis !I (4/5), Silent Scope 
2 (3.5/5), Tales of Destiny II (3.5/5) 
Previewed: Half-Life, The Legend of Alon 
D’ar, Xenosaga, Smuggler’s Run 2 

Best appearance of Solid Snake: An article 
reprinted from The Onion entitled “Video- 
Game Character Wondering Why Heartless 
God Always Chooses ‘Continue’.” 
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ISSUE #50: NOVEMBER 2 

Cover story: Grand Theft Auto III 
Reviewed: Devil May Cry (5/5), Ico (5/5), 
Silent Hill 2 (4.5/5), Spy Hinter (4.5/5) 
Previewed: Burnout, Project Zero (Fatal 
Frame), Blood Omen 2, Splashdown 

Most unreasonably optimistic quote: “They 
are on a death march right now.” —Larry 
Probst, chairman of the initially Xbox-shy 
Electronic Arts, on Microsoft's Xbox plans 


ISSUE #51: DECEMBER 2001 


Cover story: MGS2: Sons of Liberty 
Reviewed: MGS2 (5/5), Ace Combat 04: 
Shattered Skies (4.5/5), Tony Hawk’s Pro 
Skater 3 (5/5), Dragon Warrior VII (4.5/5) 
Previewed: TimeSplitters 2, Max Payne, 
Medal of Honor: Frontline, Suikoden Ill 
Most sobering turn of events: After the 9/11 
attacks, a host of games were delayed or 
altered to remove inappropriate content. 


Precursor Legacy 

Reviewed: Jak and Daxter (5/5), Burnout 
(4.5/5), Grand Theft Auto III (5/5) 
Previewed: Rez, Tekken 4, Soul Calibur II, 
Need for Speed: Hot Pursuit 2 

Most unusual choices for voice actors: Dee 
“Twisted Sister” Snider and Max “Vinnie 
Delpino” Casella in Jak and Daxter. 


Cover story: Final Fantasy X 

Reviewed: Final Fantasy X (5/5), Drakan: 
The Ancients’ Gates (4/5), Gitaroo-Man 
(3.5/5), Max Payne (4/5) 

Previewed: Final Fantasy XI, Star Wars 
Racer Revenge, Star Wars: Jedi Starfighter 
Should have seen it coming: Sony’s PS2 
online initiative slips from the projected 
November 2001 release date to “spring.” 


Cover story: Tomb Raider: The Next 


Generation 

Reviewed: Maximo: Ghosts to Glory (3.5/5), 
Pac-Man World 2 (4.5/5) 

Previewed: Virtua Fighter 4, Test Drive 

Pot, meet kettle: “That's a big problem with 
PS2: There have been too many ‘good-look- 
ing sequels.’” —Adrian Smith, operations 
director for Tomb Raider developer Core 


ISSUE #55: APRIL 20 


Cover story: Virtua Fighter 4 

Reviewed: Fatal Frame (4/5), Hot Shots Golf 
3 (4/5), State of Emergency (3/5) 

Previewed: Sky Gunner, Mad Maestro, Mr. 
Mosquito, Dead to Rights 

Most prescient quote: “The medium for the 
PS1 was CD-ROMs. The medium for the 
PS2 is DVDs. The medium for the PS3 will 
be the Internet.” —Ken Kutaragi 


2K Sports 
www.2kgames.com 
30-31, 79 


Activision 
www.activision.com 
23, 25, 41 


Bandai America, Inc. 
www.bandai.com 
15 


Blockbuster, Inc. 
www.blockbuster.com 
87 


Capcom USA, Ine. 
www.capcom.com 
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Collins College 
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59 


egamingleague 
egamingleague.com 
82 


Eidos Interactive, Inc. 
www.eidos.com 
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Electronic Arts 
www.ea.com 

4-5, 14-15, 17 


Electronics Boutique 
wwwebgames.com 
47 


Full Sail Real World 
Education 
www.fullsail.com, 
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The Gillette Company 
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Midway Games, Inc. 
www.midway.com, 
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98a-98b 


Pearson Education, Inc. 
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SanDisk 
www.sandisk.com 

63 


Sony Computer 
Entertainment 
www.scea.com 
2, 2a-2c, 24-3 


Sony Pictures 
Entertainment— 
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wwwsonypictures.com 
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Ubisoft Entertainment 
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